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COMPUTER & VIDEO C, 




£9.95 



£9.95 



£9.95 



NOW BBC SOFTWARE 
S EASILY^AILABLE AT 
WH.SMITH. 

When it comes to software for the BBC Micro, 

there's no question who's right up your street W. H . Smith. 

Our range of software,from the leading software 

houses? already covers some 40 programs. And it's growing fast 

*Acomsofl,BBC.Bug-Byte,CompulerConcep1s.Micropower,SuperiorSoftware.Quickiilva.A&F. 





THE W. H. SMITH SPECTRUM TOP TEN 

Chosen from our vast range of software for the Sinclair Spectrum 
with particular reference to presentation, challenge, excitement 
and value for money. 

Tifle Producer KRAM Price 

Vu-File Sinclair 16 £8.95 

TheHobbit Sinclair 48 £14.95 

FlightSimulation Sinclair 48 £7.95 

Vu-3D Sinclair 48 £9.95 

Hungry Horace Sinclair 16 £5.95 

Horace Goes Skiing Sinclair 16 £5.95 

Chess Sinclair 48 £7.95 

JetPac Ultimate 16 £5.50 

Penetrator Melbourne House 48 £6.95 

Sentinel Abacus 16 £4.95 

COMMODORE 64 

Larger branches of WH. Smith now also stock the Commodore 64 
together with a wide range of the latest software. 

WHSMITH ^ 

E3S r^wnwsattattoeofioing to press . Subject to availability. A. selected branches only. "P 



4/V/fiOG v^v SOFTWARE 



XENOH 



CAVERN FIGHTER 



GALACTIC 
ABDUCTORS 



VIC 30 Un,. D £5. 
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TINY TOT'S SEVEN 



SEVEN PROGRAMS (VOL 1) 

1, " «tc» u~-.p f S * zoks kingdom 3D TIME TREK 

SEVEN PROGRAMS (VOL 2) ay'zoVTum% C, ^"^M 



SOFTWARE WRITERS 

quality game lor VIC 20 SPECTHUM DHAGON 

32 ORIC l or COMMODORE 64 Then contact us 



TRADE ENQUIRIES WELCOME. 
GENEROUS DISCOUNT 



PAYMENT BY CHEQUE. P.O.. ACCESS VISA 

ANIROG SOFTWARE 

26 BALCOMBE GARDENS 

HORLEY SURREY 



* CREDITCARD SALES HORLEY (0I934| 




PLAYING 
BY MAIL 

DeaiSii, 

Due lo being unbearably 
bored during [he Last couple 
of weeks, I have decided lo 
take pan in a play-by-mail 
game 1 would be grateful if 



addresses of people I si 

information. 

Steven MM. 



by John Nicholson, 71 
Juniper, Birch Hill, 
Bracknell, Berks. Of for 



LOW COST 
SPECTRUM 



48K? 

Simon Gill. 

BeUbxougblon, 

West Midlands. 

Editor's reply: The price of 

the Spectrum goes down 

from May 2 1393. A 16K 

Spectrum will cost £99,39, 

making it the first under- 

£100 colour micro to be 

available. The 4SK model is 

of an upgrade to 4BK is 
reduced from £60 to £40. 
Orders for a Spectrum 
placed by mail order after 
April 7 were frozen, so if 
yon ordered a Spectrum 
after that date you should 




DEFENDER 
DEFENDED! 

Dear Sir, 

As a proud Atari 800 owner 

your review of the Defender 
cartridge for this machine. 

According to me, the 
graphics are spectacular for 

the I6K pioyram and equal 



Defender program 
(Planetoids) for the much 
over-rated BBC in every way 

There is no question of 
which is easier to play 
because playing with six 
keys at once on the BBC 
keyboard is impossible. 

Lastly, on the question of 
the best quality software, it is 

computer selling nation that 

certainly the best quality 



of o 



.it iror 



the BBC wher 

Acomsoft software if you 

reasonable quality. 
Paul Ippaso, 
BanQW-on-Soal, 



Editor's reply: Thanks for 
your comments Paul, but as 
a keen Defender fan I can 
only defend my reviewer by 
saying that I also prefer the 



the fact that Atari's 
Defender is much more 
expensive than Planetoids. 



SPECTRUM 
STICKS? 



Spectrum. Try Fuller, 
Kempston or AGF 
Wardware. A Spectrum 
Joystick review soon. 

LOCATIONS, 
ROUTINES. . . 

Dear Sir, 

1 am writing to tell you abo 

some useful memory 

may be of some value to 

own a Sharp MZ-80K. They 

POKE 10167.1 removes the 



Type SS and the beep will 

stop. 

POKE 59555,0 will blank the 

screen whilst retaining 

anything on il and POKE 



X:POKE 4466, Y:PHINT 

"character". 

POKE 4464,1 will go into the 

small alphabet mode without 

having lo press sml/CAP. 



pressed if GET is issued 
before hand, thus GET 
AS:AS^CHRJ (PEEK(17828) ) 



Finally to make a security 
copy of Sharp Basic, simply 
load the Basic and type POKE 
10167.1: USH(33): USRI36) and 



REVERSI 
REQUEST 



nactune code and peek 
jhich there does not se 
* direct Spectrum 



qood program? 1 want to try 

to beat the swine!! 

G. N. Thome. 

Welwick, 

Hall. 

Editor's reply: I suggest thai 

you try and get hold of a 

ZXB1 manual with all Ihe 

system addresses in. Most 

of the variable names are 



^J^A 
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Qr 




^^ 


SBI 


DS 


ummer 


Sc 

E 1 2.95 

£14.95 


iftware 

Legacy of Uyrgamyn OrdScer 


£2695 




£22.00 


Mouskattack 


£22.00 


Zorkl 


£29 95 




£22 00 


Napoleon's Campaign 


£45.00 


Zork II 


£29 95 




£.17 95 


Olympic Decathlon 


£22.00 


Zork III - new 


£2995 


Blade of Blackpoole 




Pegasus It 


£19.95 


A «»» 




Cannonball Blitz 


£22.00 


Pest Patrol 


£19.95 






£29.95 




E 1 7.95 


Bandits |48K disk! 




Castle Wolfenstein 


£22.00 




£22.00 


Crossfire (disk or cass.) 


£19 95 


Cnoplifter 


£24 95 


PSntoll 


£22.00 


Cycled |4SK disk] 


£17 95 


Compute; Foosball 


£17.95 


Pursuit of the Graf Spee 


£45 00 


Frogger|disk orcassj 






£45.00 


Piesident Elect 


£29 95 


Golf Icass 1 




Counry Fan 


1 22 00 




£24 94 




. . ,- 


Cranston Manor 


£22.00 




£29 95 








£19.95 


S.E.U.i.S, 


£29 95 


Maurauder Idisk) 


£22.00 




£24 95 


Sargon II Chess 


£24.95 


Mission Asteroid Idtskl 


£14 95 


Cytron Masters 


£29 95 


Scrabble 


£21.70 


Mouskattack |disk| 


£22.00 


David's Midnight Magic 


£24 95 




£17.95 


Snake Byte I48K disk] 


£17.95 


D,srk Crystal - new . 


£24.95 


Snack Attack 


£22.00 


Sneakers |4BKdiskl 


£17 95 




1 ;■: 00 




£17.95 


Space Eggs |48K disk] 


£1795 


Escape from Ptingistan 


£1795 


Sneakers 


£ 1 7.95 


Soft Pom Adveniure (disk) 


£19.95 


Falcons 


£22.00 


■■ P ■ ^venture 


£19 95 


Threshold |disk| 






£26.00 


Space Eggs 


£17 95 


Ulysees & the Golden Fleece 


£24 95 


Fly Wilis 


£17 95 


Swashbuckler 


£24 95 




£24 95 




£1795 






Way Out [48K disk) 


E24 95 


Frogger - new 


£22 00 


Time Zone 


F.55 00 


Wizard fi Princess |disk| 


£22 00 


Galactic Gladiators 


£25 95 




£22.00 








£4SO0 


Twerps 


£1795 


IBM 




Gorgon 


£24 95 


Type Attack 


£24 95 


Call to Aims 


£24 95 


Hadron 


£22 00 




£37.50 


Crossfire 






£19 95 


Ulysees & the Golden Flee 


e £22.00 


Frogger 


£22 00 


Kabul Spy 


£22.00 




£24 95 


Mouskattack 


£22.00 


Laff Pak 


£22.00 


Wavy Navy 


£22 00 


Ulysees & the Golden Fleece 


£22 00 




£ 1 7 95 




£22 00 


Wiiardy 


(39 95 




£19 95 


Wi;ardy 


£28.95 


Zorkl 


£29 95 


fAnouJr' 


£22 00 


Knights or Diamond |2nd S 


£2100 


Zork II 
Zork III 


£29 95 















FOB ACCE55/BARCLAYCARD ORDERS. 

PHONE OUR GAMEUNE ON 

OI-S70 9275 

1 24 hour service) 



Back-up your Software 



- WILDCARD 

- COPY II + 

- BACK IT U" 
-LOCKSMITH 



£99 00 
£35 00 
£55.00 
£70.00 





'lease send me [he following it 


ROAD, LONDON 


W1B1BR 
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INTERTON 
INTERFACE 



n lnterton VC4O00 



is, or will be, possible 10 in 



console handsets to [he 
Sinclair ZX Spectrum which 1 
have just purchased. 



ATTACK ON 
ATARI! 

DeaiSu, 

After reading your current 
issue 1 find myself with 



with Model Bs seem 10 
missed the point of the 
original letter which wi 
£399 is all you have m 
then a Spectrum plus 
pari phmh -■■ 



d ITV make the 



Draw your own 
covisiotL When 



Actually it 

programs on 
on Channel ' 

Atari v Col 



Coleco-- Atari adaptor was 
extremely unlikely to detr 



interest in keeping their legal 
dept. overworked. 
Incidentally . il the p:o nee rs of 



Warner to own Atari in the 
rust place. 

Atari v Imagic. Atari must 
be daft if they think we cant 
tell the difference between 
Demon Attack and Phoenix. 



What's more, Fm getting 
chucking writs at everybody 



intil they were 
come out Deke! 



WE NEED 
REVIEWERS 






pushing 


"as 
















Edgewa 






Middies 






Editor's 


reply 


la 



concerning the letter you 
published in your May edition 
from Iain Reddick of 
Kirkaldy. Fife, about C Techs 
Krazy Kong. 

I would just like to say that 
I totally agree with him. I also 

meant to be misleading. 



have also decided tc 
to C Tech with a left 

M rates, 




OVERPRICED 
CARTRIDGES 



through you to some of the 
large Atari 400/800 software 
producers. I have had my 

months and have only been 



bought the Atari computer 
capabilities and I now find 



Eddie Mitchell. 

London, 

NW9. 

Editor's reply; Thanki loi 



AMPLIFIED 
SPECTRUM 



way of amplifying th 
through the cassette 
recorder. The sound 



To amplify the sound 
through the cassette 
recorder, the Spectrum's ear 
plug should be plugged into 



ontrolled usint 
This ability K 



u'L',ijnH[']?mj.wj*iMr.vmi.)Mj,t 



VOTE FOR OUR 
FIVE GOLDEN 
JOYSTICKS 

Five Golden Joysticks are the trea- 
sured prizes which British software 
houses will be competing for this 

Computer & Video Games is 
sponsoring the Golden Joysticks 
Awards which we hope will be- 
come the Oscars of our games 
industry. 

This is your chance to nominate 
a company which has given you 

tion for a game which has provided 
hours of enjoyment. 

We feel our industry is crying ■ 
for quality games to be rewarded 
and hope it will give our software 
houses something to t 
when they feel they have 
come up with a winning 




companies and we felt it \ 
time that the best of British was 
given the chance to prove itself. 

A C&VG Golden Joystick will be 
awarded in five categories and 
announced during the Brainwave 
consumer electronics exhibition in 
November. 

The five Joysticks will he 
awarded as follows: 
Best Arcade-style Game goes to the 
cassette or cartridge which proves 
itself the most addictive and 
thrilling game in 1983. 
Sesr Strategy Game is the title 
bestowed on the finest casset- 
e or cartridge to test the mind 
than the trigger- finger. 
Original Game Idea is 
award close to the heart of 
anyone who has written as 
many Pacman reviews and 

hope the award lit- 
res companies 
introduce new 

Software House of 

the Year goes to the 

company which has won itself the 



[ — — company which 

' Please accent th„ ..,._ . — 



(BLOCK CAP.TALS PLEASE, | 

1) Best Arcade Type Game: | 

By (Software house): I 

2) Best Strategy Game: j 

By: [ 

3) Best Original Game- 
By: 

4) Software House of the Year: 

5) Game of the Year: 

By: 

Name: 
Address: 



reputation for service, quality 
game and entertaining adverts 

And finally the Came of the Year. 
The most coveted Golden Joystick 
awarded to the game which most 
impresses the judges. 

Initially we are leaving the judg- 
ing up to you and want you to tell us 
your nominations in any or all of the 
categories. Don't feel you have to fill 
in a category where you have not 
seen anything worthy. 

For the title Software House of the 
Year, we will check out your sug- 
gestions with the dealers and also 

vice side for the main contenders. 

And while the other Joysticks can 
only be won by British-based com- 
panies, we are leaving this category 
open to overseas distributors. 

We want your nominations in as 
quickly as possible. So please cut 
out the form below, fill in those 
categories where you feel strongly 
that a company deserves an award 
and send it off to: The Golden Joy- 
stick Awards. Computer & Video 
Gaines, Durrant House, Herbal Hill. 
London EC1RSJB. 

SPACE, THE 
LATE FINAL 
CROSSWORD! 

High scores abounded on the Delta 
Rocket to Venus as the crew whit- 
tled away at the headline of the last 
newspaper they saw on Earth. 

Since Trevor Truran launched the 
flight and the competition in our 
May issue, pictures of the ACME 
Spaghetti rocket Tilled with words 
reduced from the headline "Major 
Venus Flight" have been soaring 
into the office. 

Top scorer was Mrs J Dixon of 
Glebe Road. Wickford in Essex with 
1,260. Close on her heels was Gavin 
Copeland of Ceder Road, Ayre with 
1,200 and K Austin of Meades Lane, 
Chesham Bucks with 1,180. 

To these three we are sending a 
Milton Bradley board game. 

We are undertaking to provide 
games cassettes for your home 
computer if you can beat Trevor 
Truran's devious dice problem on 
page 96 of this issue. 

We can't promise to provide your 
first choice cassette but well do our 
best. Please, include details of 
which game for which computer 
you would like as a prize. 



i<-7.\i-j,n,[-i;m>l'i\)l4 l h l !.l}m>!'VM„' 
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THE 

ELECTRONS 
ON FOR 
BUG-BYTE 

If you'd seen as many space invad- 
ers come and go as oui Bugs have, 
you loo would be longing !or a new 
kind of game. 

They've been haunted by the 
gnosis of long dead Pacmen until 
they weie sick of power pills; 
swooped on by untold Galaxians 
and Scrambled more craft against 
mountainsides than they care to 
remember. 

At a recent meeting of the League 
of Blasted Bugs, it was unanimously 
decided to get nght to the heart of 
the problem of original computer 
games ideas by asking Computer & 
Video Games readers to write in 
and tell us about the games they 
would like to see on their compu- 
ters, Give your ideal game a title 
and that all-important theme. 

Explain how the game would 
run. the objectives and where 



the skill comes In. 

And who better than Bug-Byte, 
one of Britain's best established 
computer games companies to act 
as patrons for this foray into unex- 
plored gaming territory. 

Liverpool based Bug-Byte are so 
keen to pave the way for a new 
breed of games that they have 
undertaken to put up an Electron 
computer — the long-awaited new 
offering from Acorn Computers — 
as a prize for the best idea. 

They will also throw in any atten- 
ded software which accompanies 
the proposed July launch of the 
Election. 

Acom's early promises for the 
Electron include: BBC Basic, com- 
patible with the BBC computer; a 
standard typewriter keyboard; 32K 
of RAM memory; eight colour 
graphics; two character ranges of 
either 20 or 40 characters per col- 
umn down 25 rows; a screen resolu- 
tion of 320 x 200 pixels for detailed 
graphics; arid a fully programmable 
sound generator. 

The prize goes to the writer of the 
best new games idea we receive 



into the C&VG offices by July 16th. 
An added bonuse, if any of the top 
20 entries are considered good 
enough by Bug-Byte, is that they will 
produce and market the game. 
paying royalties to the authors. 

As runners-up prizes, five en- 
trants will be offered two software 
cassettes from the Bug-Byte range 
of BBC, Spectrum, ZXB1, Oric and 
Vic games. See the panel below for 
details of how to enter and the 
competition rules. 

ARTIFACTOR 
COLLECTS 

Arkrai the artifact collector was the 
winner of the free C&VG play-by- 
mail game of Starweb. 

The game came to a close this 
month when Arkrai went above the 
desired number of points to claim 
victory over the 14 other empire 

apostles and merchants that peo- 
pled the Starweb galaxy. 

A full report from one of the 
vanquished next month on C&VGs 
competition pages. 



HOW TO ENTER OUR ELECTRON CONTEST 



To Win Bug Byte's Electron . sem 
your games idea in will) a title am 
the themes. 

Lei us know what sort of game II i 
and go into extra detail if it dnesn 
fall into lite usual categories. 

Remember we are looking lor orl 
ginalily so Iry to give your game 
new twist. A picture of the scree 
display might help our judges lo g( 



a better idea ol Ihe game, but it isn't 
necessary. Please don't skimp on 
the detail, the more you explain how 
il works on the computer the better. 

Send it lo: The Election Competi- 
tion. Computer S Video Games. Dur- 
rani House, Herbal Hill, Loodon 
EC1R5JB. 

All entries will be the property ot 
Bug-Byte and they reserve the right 



to develop and market the idea on a 
royalties basis. No employees at 
EMAP Bug-Byte or their relative 
may enter the competition. The 
judges' decision is tinal and no cor- 
respondence can be entered into. 

The closing date is the 16th ol July 
and please ensure that all your 
pieces of paper include your name 
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Model <B' 
MICRO 







The powerful and 
infinitely expandable 



LYNX 



SINCLAIR 

ZX SPECTRUM 




MORE SPECTRUM LOW PRICES I K~ 



A law examples from our 

SOFTWARE 

Selection 



'ilittt'iiJif 

c286.35 



Fantastic! 

NEW 



; low / 

\Prlc. # 



\ ATARI 800 




ATARI DISK DRIVE 

C299.00 ES 



£50.85 



Commodore VIC-20 'Package Deal' 



SENSATIONAL VALUE! 




SPECTRUM PRICE ONLY 

£139" 



""'■' '"""-"-■■ 



Spectrum Price 

£345.00 



_ 



There's a Spectrum Centre near you 
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NEW PRODUCTS MEW PRODUCTS NEW PRODUCTS l\ 



spectrum rjpr,x 

UC I S I lit Also in the Liverpool pi| 

nin iihtc is a new ° ainB '°' thB Spei 

BIG VU 1 1 = allBd Manic MinB ''. s ° bc <™ 



THEIR LIVES IN . ■•» 

YOUR HANDS! ,.. > :i:, l r,;2.""2:,: 




SOME ANIMAL 
E SSff MAGIC FOR 
THE REER 



il this tough job. V'/i M 




I\l EW PRODUCTS NEW PRODUCTS MEW PRODUCTS l\IE< 



Fur the 4SK Sinclair Sputtr 

REVVING UP 
FOR THE 
RALLYCROSS 




Audiogenic lo- Pie 64 is (tenon 

Grand Masler Renaissance 
amiable at £8 95 and Gra 
Master £1 7.95. 

JOIN THE 
ARCADE 
JET SET 



] try your games will make you lliinkl 

ng job of Awari is a computerised yer- 

nngs and sion of the ancient African pab- 



Tho really tough ol 

only (all through 

Sounds familia 
game — Allen Panic. 



ol a 48k graphic adventure c; 
Ihe Quest. The program is a 
able now at £7.95 



id or, it you're reeling ci 
it Witch Doctor level. 



ORIC AT A 
■"" «" LOSS FOR 
"".:.= SOFTWARE 






,i...i, .,. 



em a offering 
Othello, daalt with in our columns 
as Ruvorsi, the counter capturing 
game ol skill, which computers 
are particularly good at. 



it E6.50 lor Othell 



i W,.,-l.; 



NEW PRODUCTS NEW PRODUCTS NEW PRODUCT 




DON'T STICK 
YOUR HEAD IN 
THE SAND 




MARIO MEETS KfA=, 

«--■ THE MAD APE j«EE 

— AGAIN! 

meed oul before you 9=1'° ftUnill. 



Sinclair Spectrum in 16 or 43k 


m.-r-.mr-^m 


itBt-tJ:.}, 








crack regiment into your terr 


based Soltek at £5.35 each. 






Dragons meet Monsters in 
















Rabbit including a Pacman- 




ape kidnaps girl, lakes her to lop 


game called Pakacuda. M 




of steel fortress, gallant Kalian 


Splatter - an original arc 






style game which challenges 


pick up a power pill. Take this 












your oxygen runs out or you gel 




yame entitled Race Fun. 






The games ate available 




This version ol Donkey Kong 






From Micro Power of Leeds has 


£5.95 lor the uneipanded Vi 


have lo dig holes lor the mons- 


lour screens end many ol the 


Escape MCP. and Pakac 



n 



i\/il:ir/tklt\Vi:N:y 



INCREASE THE PLAYING POWER 
OF YOUR ATARI S6QQ VCS 

BY UP TO 50 TIMES 




IN VIDEO GAMES 



£39 




:e:£14.30+VAT=£16 



m w>r :.: 



4.30+VAT=£l6.45 



:e:E14.30+VAT=£16.45 



;e:£ 14.30+ VAT =£16.45 



■ DRAGONSTOMPER 



e;£1G_91 + VAT=£19.45 



ESCAPE/MI NDM ASTER 



VIDEO GAME CLUB 



m 01-309 1111 



FREE LITERATURE 



FREE LITERATURE 



SUPERCHARGE A VCS 

AND LOAD UP GAMES 
FROM CASSETTE TAPES 



ttlFir 


the standard Space Firebal 


Suicide Mi 


. Hi 


n-pack as it and Escape Fr 




the 
ofth 


graphics and ter 
260D More flame 


are ,n the 






le VCS. A I 



'■ ■: ■ 



te-offs Di 



are loaded from tape, games firms. Again in 'ha Supercharge 

he leaded via trie supercharger Supercharger. Graphics and col- load system. Each of the garni 

and the expander does not add our are undoubtedly better than tested, leaded in seconds f 

anything lo miring cartridge on some of die ea.He. VCS titles time. None of Ihe hit-or-rr 

g arae5 — currently being sold off for as problems of loading cassi 

The.eally exciting possibility little as EIO - but some of jhe games into some home com 

opened up by the Supercharger- excellent 

is the prospect of a new range of currently -....., 

cheaper cassette- based games, lall. Vanguard and Ms Pacmanj load taciir 

The Supercharger itself comes compare favourably with it. Dragonstoi 
— Phaser Pat- The Supercharger -'-- 



second part of Dragon stamper ■ 
then loaded and you find yoursel 
m the Oppressed Village 

Dragonstomper is the bes 
(Pit- The best example of the mulli- game in die current Superchar 



rol, which I 

Star Raiders type action. on the screen than 

Six games are so tar offered in viously possible or 

the Starpath range: Phaser Pat- though you would h 



The 



STAR WARS 

SWORD 

MASTER 






iri VCS .s 



i puter controlled enemy, or fight it 

out withafriend using the Atari's 
r paddle controllers 



the Star Wars saga called Star War movies - will be avail- 
nge of the Jedi able from March and will sell at 
u take the pan of a Jedi around £29 95. 

1 battling the deadly Seeker ■>*£■# EDAM 

an opponent of the Jedi IM»VI% "lym 
a. The Seeker is a ret 



; THE DEAD! 



i new releases from Imagic tor the 
- Mattel I nte Division games centre 
i is Tropical Trouble — a jungle 



aracters left in this god- through the jungle I 

I city. The constable Dodge the boulders 

jith a wooden stake, the falling lava, and hurl. 

olf, and the vulture that you go. 









■ ^amcipants in this Games Console. 
fight to the finish — the two Jedi The long tanged phan' 

knights, face to face across the Transylvannia has been 

arena blasting away at each the programming depar 

other in a hid Id break down their Imagic Games - and 

opponents force-held defence. has bewitched them i 

The knights guide the laser serving his grizzly mei 

blasts from the Seeker using ever in silicone. 
their Lighisabres — tha Seeker's You can bring him t 

blasts go in the direction the plugging in this latest 



dodge a stampeding I 
horn bou, cross an ice-fillE 



LAUNCH 
DATES 
PUT BACK 




-~ 


likely to be in the shops until the 


sing what King Kong is - but for 


little alien paws on them. 


Also on the way from Sega is 








The games ere available in 






Another delay is anticipated in 




compatible PAL formal horn 


a battle of wits on the high seas 




the VCS keyboard add-on which 


girl and a [gallant little chap who 


Electronic Leisure Products of 






Urns your VCS Into a home com- 


tries to scale the skyscraper to 


Limerick. Ireland. They cost 






puter Andrew Swanston — 




£22.00 plus VAT. 


games though they are bound to 




Atari's marketing and sales 










director, told C&VG that the firm 
would not be launching the 


subject of lood to the screen of 


SEGA RANGE 


later as Sega already have a very 
strong foothold in the country's 




keyboard until there was a good 


youngster 


FOR ATARI 

Leading Japanese arcade game 


Sega are likely to provide hot 




COSMIC 


in a sweet factory eating away In 
your heart's and belly's desire 


designers Sega are launching a 


games menufacturers as the 
Sega designers have e repula- 




CREEPS 


you control a pair ol chomping 


vidtgameVs lor'the mTcad'e 


which is the envy of the industry 




Jawbreaker sounds a far too apt 




games Zaxxon end Frogger 


So arcade titles which are likely 




name lor a Tigervision cartridge 


of the old fangs and your ready 


Their first offerings lor the 


to make winning conversions to 






to tuck into another screen full. 


VCS, which have been launched 


home systems may not be up for 




lures ol creatures with mammoth 


Vet more video game nosh to 


in the States, are Tec-Scan and 








be found in Fast Food but this 


Sub-Scan. 








time for the savoury rather than 


Tac-Scan may have been 


• The copyright case Atari had 






the sweet-toothed. There are 


spotted by some of you in your 






Tigervision is an established 


burgers, hot dogs, and French 




Attack cartridge (see the April 




name in video games in America 




ated rt is anentremely tough 3D 


issue of C&VG)bas been settled 




where they have launched 


in this brand new Telesys game 


shoot "em up. 


out of court. The result a stale- 




several titles — the besl known 


Telesys second new game has 








of which is the climbing game 


the wonderfully idiotic iftle — 


created by a never ending series 


And the court battle over the 




Miner 2049 er 


Cosmic Creeps. 


of concentric hexagons you 






The i.rst cartridges compatible 


The idea of the game is to 




module is settled too With Col- 




with the British PAL electrical 


rescue the Cosmic Kids lium the 


flying through space which are 


eco paying Ateri royalties It 




frequency ere King Kong end 


doomed planet before the Cos- 


set upon by a deadly superlleet 






Jawbreaker. Mo prizes to. gues- 


mic Creeps can get their nasty 


from Ahm. 


ber. 




Save £5 by legging it dovii 



Put a move on, and you can save a full £5 by buying the incredible Centipede' at | 
August 1st) So hurry and be one of the first to play 1982's most popular arcade game at hoc 
Systems™Whats more it's one of the games that will sort the men from the boys in the 19f 




m to the shops now. Jk 



jurjvery special pre-release price of only £24.99. (The price goes up to £29.99 c 
nj Centipede is only from Atari*and exclusively for Atari Video Computer 
i83jAtari Player of the Year Competition'. 



ATARI 

More fun and games 



MACHINE MANUFACTURER 

6 Donkey Kong Coleco 

7 Defender Atari 

o River Raid Activision 
9 Demon Attack imagic 
ID Beraer* Atari 

erf lor the Atari VCS home video 



LOOK 
MUM, NO 
WIRES! 



BIGGER BURGER PRIZE! 

here are live Buigertime cartridges awaiting the mom 

Burgattime brings a whole new meaning to the term 
last food ', 
Artist Phil Unit 



Iwarf any oi 



and brightest of burgers a 
should be called. 

Burger Competition. Camp 

House. Herbal Hill. London, 

The entry must be with 

Burgertime cartridges go i 




WHERE NO GAMESTER HAS GONE BEFORE 



atiol and some of its games, ter the competition, 

your Send your answers to Super- usual Computer & Vidt 
n by charger Competition, 6 Meadow- competition rules apph, 



your joystick wire. Although 


anterm 


our Atari qui/ 


balow. 


vale Close. R 


neen. Lime 


ck :re 


Th 


















eases the Spaghetti Junction 




argor. Electro 












wires. 




ts ol Limenc 


, Ireland 


telephone nu 


nbar sn we 


:an It 


low, 



to the following Elec 



■ gar games ques 



The heart ol the new joystick 
is the world's first radio chip 


SUPERCHARGED QUESTIONS 


which enables objects to be 


t| Pacman takes lis name from: 




4) What stalks the rlverbank in Frogger: 


moved on screen at up to several 

The large video games manu- 
control stick and Atari have now 


a) A famous 13th Century ghost story 

b) The Japanese word Paku meaning: 

to oat D 
cj The Japanese ball bearing game 
Pachtnko a 


aj A snake 

b) A lady frog 

c) An a tier 

5| Atari's world HO is bated In: 


1) Demon Attack has the (allowing number ol 
attack waves featuring different aliens: 


a) Slough 

b) California 

c) Tokyo 


option on any of Cynei's new 

No W that the radio chip lias 
been developed it will be a re- 


a) 26 
b)B4 


1 


What sort of game would you like la see on Ihe 


latively short step to include the 


3) Pitfall was designed by: 




VCS in cassette form {not more than 24 words 


itself and this is now the key 


a) David Crane 

b) E in est Greystakes 
c| Henry Stanley 


i , 
D 

i:i 


flltase): 


The remote control joystick is 












shops in June at around the £50 
mark For this you get two remote 

control joysticks plus the control 
bo* which connects to the Atari 


Address: , . , . . , . 

II 1 win the two other cassettes 1 would Ilk 


T 






VCS The system is else compati- 
ble with the Vic 20. 
Don't miss next month's C&VG 




Dragon Stamper □ Fireball D Escape front 


he Mind Master _ Communist Mutants Irom Space L 


Killer Satellites : I Suicide Mission _, 







Hie 



PUBLICATIONS 



VIC 
IBM 



MISCELLANEOUS 






. , ' !■■.:: i Pi.' 

n Please atr>n my Acnesv'BarciaycaidtAi- 

II I I I II I I I I I I II 




A 

ATARI 


ALLUIAN ,„„ .„ 

lOOOa.Uxtxidge Rd, Hayes. MKJdx 






Pilot cass 15.50 disk 18.45 
16k - real lime- you are in the cockpit of a 

light aircraft -now land it! 

Beta Fighter cmis.so disk ih. 95 

16k -thwart the aliens - fought against a 
3D Martian landscape - for 1 or 2 players, 

Strip Poker disc 27.50 

40k-iiltra hires graphirs-loo realistic to 
illustrate! What muther never told you 
about video games!!!! 

Drawpic 1 1 dm 24.50 disk 27.95 

16k- utility- access ATARI papain with ease 

-a must lor any programmer. 

Now upgraded - a powerful tool indeed ! 


,-;;',; 


1 M<xm 



r. 



THE RUSSIAN 
GRANDMASTER 

The nioal celebrated participant in the 

compute! chess field is undoubtedly the 

I Russian grandmaster Mikhail Botvuuiik. 

~ vkuiik was world champion from 

to 1963 with two one-vear breaks. 

I when he lost the championship first to 

I Smyslov and then lo TaJ, only to win 

Botyinnik was born in 1911 in the 

years ago was a noted electrical en- 
■r as well as a chess grandmaster. 
He attained the status of Soviet master 
tig ago as 1927 and first won the 
championship of the Soviet Union in 
".. He became well-known in the 
West with his joint First place at the 
Nottingham tournament in 1936. 

Botvinnik's career provides a bridge 
between the almost mythical days of 
Capablanca and Alekhina, 50 years ago 
" the computerised chess of today 

THE PIONEER 

nee his retirement from active play 

I trawd increasingly on the latter, prepar- 
_ 'tis program -which is known as 
I Pioneer However, his interest goes 

I was still a leading active player. As far 
I back as 1968, Borvinnik gave a lecture in 
Russian town of Vladimir in which 
described a chess master in terms 
ch have a strong computing flavour. 
master in his play has two functions. 
it of all he functions as a calculating 
I and solving mechanism because he has 
onsider the possible moves and 
I analyse variations A second function 
is also very important — ones ability to 
| program oneself, to perfect ones indi- 
al program ... to modify it in a 
rant research tor improvement and 

gives due attention lo this aspect as 
ng himself by a definite program 



,v <hed. 






perhaps fall nor far short in importance 
of the discovery of fire." 

Botvinnik's book. Computers. Chess 
and tong-range Planning, also 
appeared in 1968 It is a very complex 

introducing a number of ideas such as 3 
"generalised exchange" between diflei- 



machine capable of playing chess — as 
lajor problem. If it could be 
aved, he said: "I foresee an unpre- 
cedented period of popularity for the 
game. When an electronic machine has 
siarted playing chess and played it suc- 
cessfully this will be such a momentous 
nl that every schoolboy will want to 






e of a 



itch indicates when a posi 
tional sacrifice may be advantageous). 
Although the original HusSiBI rile ■:• 
this work meant literally "An Algorithn 
for Chess", the text is far more of < 
blueprint for a lifetime's study than ai 
algorithm. 

CAPTURED SKILL 



Advances in Computer Chess confer- 
ence at Imperial CoUege. (The next 
conference is scheduled for April 1984). 
In his lecture. Botvinnik stressed the 



(preferably only one) and to restrict the 
analysis for each move tc approximate- 
ly BO-60 well chosen positions in all. if 



Ttv.ii 



Ow 



emphasis shouli 



n properly — exactly the 
opposite approach to BELLE. Many ex- 
pens believe that if Botvinnik's method 
of representing the master's positional 
and evaluative skill could be captured 
in a program, this would be a major step 




achieve with a complex position. Figuie- 
1 shows a famous position which Botvui- ■ 
nik (white) reached against CapaManca I 
at the Rotterdam tournament of 1938 

RSch and 1.B-R3. Botvinnik's analysis at 
the lime looked at 28 positions in total. 
with an average branching factor (num- 



tion) ol 1.13. Pioneer's analysis of the I 
position looks at 40 positions with a 
branching factor of 1.05 and find the 

1. B-R3. QxB: (If L .... Q-Kl; 3. Q-BJch 
is strong) 

3. N-RSch. PxN; 3. Q-NSch, K-Rl; 

4. OxNch, K-Nl; 

5. P-K7. 0-B8ch; 6. K-B2, Q-Q7ch; 7 K- 
N3, Q-K6ch; 8. K-R4. and now 

White wins in all variations. 
8 . . . Q-KBch: 9. KxP. Q-K7cli; 10. KH4. 
Q-K8ch; 11. K-R3, 0-K6ch; 12. P-N3. 

It is easy to believe that BELLI would 
also have found this variation, but it 
might have needed lo examine tens of 
thousands of positions to do sol II you 
want to know more about Botvinnik's 
method, his 19B1 conference paper is 




BY MAX BRAMER 



Announcing more exciting 
programs for the BBC. 



Uornsoh is thi' software dii isioo of Acorn 
Computers, the company that designed and built the 
BBC Microcomputer. Here are lour more iM-iling 
programs, all designed lii gel the mosl from yiuir 1JBC 



Business Games I Jars 



>l.i r-lli j> ' ■■ 



i(£9-95)Madana» 

; game in which you 
bang alien b 



I lii-h- res, .lotion graphic 

command a slarshipagai 

\ou control the forward drive and rotational thruslol 

your ship, which is equipped with shields, lung and 

short-range scanners anil a sector displni id llie.-lars 

and ahen ships. 

Countdown to Doom (£9.%) is a rare against 
lime as you strive to repair vour damaged space .ship 
in the corrosive atmosphere on the planet 
Doomawangara (Doom). Iteal the clock or resign 
yourself to a life in the wilderness of Doom. 



llow li 



;sGames l£"-.95)is 



two games designed for 
genera! studies teaching. 

InStokmark-up to eight players compete in 
huvingand selling shares aided hi a screen display of 
relevant market information. 

InTelemark. plavers compete to dominate in 
the manufacture and sale of televisions. The winner 
is the one who make-- id-- !ai'!ic>1 prolit or controls 
over half the total market. 

Jars (£1190) is an educational cassette suitablt 
for 7-13 year olds. The objective of the program is t. 
present what are usually thought of as purely 
numerical problems, in a visual way. Jars of liquid art 
used to visualise vol utile esliirialion arid fraction 

ress. partial success or Failure is nolet 
nd suitable comments. 



-oni-olt prog rams.. 

If you're a credit card holder and would like to 
bin cassettes of I be programs shown in this advertise- 
ment, or iT vou would like lo know the address of 
teeontaining vour nearest stockist, just phone 01-200 0200. 

Altcrna lively, you can buy the cassettes directly 
by sending oil the order form below lo: 
Viiriisiili.e.'o \nliir Market in:;. Men high ill f.-l.il--. 
Wellingborough, Norlhanls W8 2RL. 

Also use this form if mu would like to receive 
the current free Aeoinsoft catalogue. 

Please allow 28 dais for delivery. 

1&CreditCard Holders. Telephone (11-200 021 N). 

iTotAcornsiili.e/i.Yirior Marketing. I lemogtimKsUle. 
Wellingborough, Northaots M\8 2RL 




Phase send me the following:- 


,„,„ S 














TOTAL 





I enclose PU/iliemu- payable to Vomsult ltd. 

Or charge my credit card. 

I laid Number 

■od mi- (lie \i-:ro-"li liriM-hureQ 



>1C0RNS£FT 




Benerk 

113,340 Joel West 

Klrksviile. Ma. 

Centipede 

15.207.353 Darren Olson 

Calgary, Alberta. Can. 

Dig-Dug 

3.462. Z60 Brian Doyle 

Sanies, Calll. 

Donkey Kong Jr, 

949.200 Matthew Brass 

Ottumwa, la. 

4,737,820 fllk Kelly 

Kenosha. Wlic. 

Galaga (level D| 

12,753.570 Mike Lynn 

Durham. N.C. 

Gorf isu men) 

704.590 John Chandler 

HobbS. N M 

Gravltat 

4.722.200 Raymond Mueller 

Boulder, Col. 



AMERICAN HEROES 

Jousl (level 5, 20. ODD bonus. 



7S4.400 Sam Middleton 
Panama City, Fla. 

Millipede 
735.827 Eric Dinner 
Moonlain View. Calll, 

Missile Command 

64.696.72D Jell Stueve 

Dayton, Oh. 

Moon Patrol 

577.480 Eric Dinner 

Mountain View, Calll 

Ms Pac-Man 

286,410 Mike Lepkosky 

Houston. lei 

Pengo (4 men) 

369.450 Mark Robichek 

Durban. South Atrica 



3,007,035 Richard Wilson 


"CtSsSB.... 


Woodbrldge, Va. 


Rally X 


explorer they lift him up and hoist 


233,910 Joel West 




Shelby. N.C. 


instead, he finds ihe gorilla's 


Robolrnn 


hideout onto the next screen. 


202,457.650 Mike Zack 


This features snakes end nar- 


Weil Bloomfleld, Mich 




Stain, ate 


While screen three lakes plate 


70.233,000 Dscar Iglasias 




Cimt oid. Calll. 




Super Cobra 


holes are haunled by a cuddly 


198,470 Matt Brass 




Helena, Mont. 


who may grab you as you dive in 


Tempest 


Id escape the rhm D charges 


4.706,540 David Plumer 


large river lull ot logs, crocs and 

hippos a vastly superior Froggei 


Regina, Saska., Can. 


4.036.171 Hick Maldanatlo 




Weslland. Mich. 






On this screen the gorilla lin- 


2.138.65D Eric Burch 


ally gets his come-uppance as a 


N. Palm Beach. Fla. 


handy lire brand is set beneath 



ACTION 




best scores include 7.241,510 on 
Bally s Fathom. 5,352.050 on 

Medusa, also from Bally. Keith vvho I e platoons of enemy snip i 
racked up 7,421,770 on Gottlieb's and seuetal crack pamei d 
Spirit, 2.536,200 on Stern's Sea- sions . . It's enough to mi 
witch, 7.104.890 on a Williams John Wayne think twice! 
Jungle Lord and 20,421,210 on You start off on fool linns 
Zaccaria's Pinball Champ 82 



AWAKEN 
RUDELY! 

'>:hj|i:hm 




DONKEV KONG JNR. 




una ho* hEiaes suddenly become wlllaH.- -■ .. 

worm Take Mario lor eiampie There he wot in Donkey Kong 
playing the gall-- "£1152 

maiden Irom the clutches of oor ta.ounte giant go-Hla. 

here in the seauel to that tnemoralile batim ol win Matlo 
come Ihc'lllaifl. He has caged poor old Kong and -eluses 
him go So little Kong Junior sets out to fescue his 
Donkey Kong Junior has 1o tllmb vines to reach the cagi 

atlempt lo prevent Kong compiling his m "' on . on ' , n 

,,.p ihpp, ,i«ip...ip. I. »• I""*" »'« - ;*''""■ "" " 

p SPPRPei IhPP 1°° P"' nli "" ll bfl ad ' ed M y0 

IP, ppmbPi PI SpppppuHoiP?" ■■» J™ "»"" J™ 
J.PiP, P18P.1P! IP itu.1 »■ «■' ™ •»"* ' *" '"" "" 

ppsiiion Kpnp Jpptpi rigm Ppppp'P I'. pp« 








DIM 



vSfc 



; u/BalW lU^l THEN LET 
iJlB NEXT 



!«^ r El8»f**«Wt J »*?G| 



'ftT"a»',u»B; 

|23B U PRINT 



,. INWER3C A; •Z'.t 

■rt 2i,u*a, oc 



W^-PEWF*"* 



'DC 

"' !T=™ u-i to sNWPEf??,; p 2 E y? 
aa50 (u? B(UJ ink un»«» ! NE * T 

THEN GO SUB * 

THEN QQ SUB * 

THEN GO SUB * 

THEN GO SUB * 



lli 



J2a if inkey*--s 

ATT 



OR INKCY*="U' 



^TS -£££«' ea to 7ea« _ ,, 



C*?S"SS K SW 



,X,V. .>!•* ™» >-" 




/RUNS OW A SPECTRUM W 16K~ 

.VIDEOGAMES i 




COMPUTER & VIDEO GAMES 



3260 LET BIRD2=3- 

TO 3808 
4.008 IF HTTR (X.Y 

SND flTTR <X,u-i> 
y) -XB4 AND HTTR <: 
PRINT RT X.Y; INK 
, ■'□': LET Y=Y+1: I 



= 1B4 AND V< >3B 
56 OR flTTR (x , 
-l,y> =60 THEN 

l; "O- '. RT Xtl.Y 
IT '=X+2: PRIN 
l,V BC"r RETU 



I (X,y)=lS4. THEN PRINT 
*•/£*. J AT X+l.Y;" "; LET Y=Y 

Cet Xmk+h: PRIN+ fiT X,Y; -fl-T 



4-828 IF - 



■57 OR RTTR 



O 7080" ' IF C ""K = 10 THE, 
i 030 RETURN 

IF_RTTR tX,Y) «1S* AND 



1) =5B THEN PRINT" 
? ; FI* + 1 ' v i. INK 

1: LET X=X+2: PRI 



7' J'Ji'j re: HETUHN 

aaea if yoi then let y=y-i.- if 

? TTR i3'Xi*i*5S THEN IF RTTR t X + 
•VleT ?HECK-Ie <*+1.Yt1) =-S7 THE 

*?*g ?*INT 5tX,Y:« D "jbt X+ 1,Y 
0e ,£ E IF CHECK=1® THEN GO TO 7 

4-870 RETURN 

4080 IF RTTR !X-l,V.= =sa AND HTTP 

<X,YJ=56 THEN PRINT RT x"y;" - 

i RT X+1,Y;" " LET XoX-e' bBTMT 

" OUER_l i FLASH lf"D-7RT^ 



=56 THE 

^FLRSH l7"~6uER 



;68 RND RT 



LET 

-.. 1; O' 
i>H«Ij -i- ■-: RETURN 

v Ifr fi T T ?= tx_i i Y + 1) " 6B fiN( > « T 

l11 =lS't THEN PRINT AT X,-- 



RTTR (X-l.Y.i =60 AND RTTR 
IB* THEN PRINT BTX,Y; IN 
v. - D - . LET x=x _ 3 . 
,RT X*1,Y; "BC" 



INT RT X, 
__0 RETURN 
4-130 IF HTTR ■„ 



ib* and httr 

prInt at x X y?" Y d' 



U 4 ? If K™ '£+¥£ = "* RND HTTR 
N PRINT It S R ^ Rf T5^ l ?' Y) = 1S * T HE 



PRINT RT X.Y 
- RETURN 
,yi =56 AND flTTR 



OL»ER"i; : 'D'VAT T 



A-; RT X+1,Y 
4150 IF RTTR „.„,_„ Hl 
**S.«J=6* THEN p Pi£JT AT 
'flT !*(); l 'rLHwi"i; 

"^teT^N**™** 

R^^THEVgo'^^II* ° R Y - M ° 

*-£• th t n b ;it B ;-..s F .. fiTTR <*- 2 < y 

ET S |*=^ g TTR (X - a ' Y «>"M T HEN L 
M ?5 f\,?TT.3 i?<rl'Y".>-57 OR RTT 



f l , v 



•B6" 



X *■ 1 . 



4280 IF H=0 THEN PRI 
Sa'l0 T IF *C - 1' THEN GO SUB 
'?30 FOR U = l .T°.. SN lET B 
^'"iF^Iji >29THEN_L 
j» +5; LET D£U: 



LET BJ 
i IF 



iss 



_„ LET A I 
LET »|4U. 



>20THEN L 



■a: LET 
4-24,5 IF 

GO TO *31B -r-PM 

■■ -INK 4; "O ": GO TO 431w „.__ 



■,RT . 



338 LET *.- 

: PRINT HT 

- N S^m¥»? 3TS. 3 5SK l; FLBSH 
a? *,e;"MN": BEEP .05,0 



5080 PRIN T ' t fl I.2i' 

1» : TOB» STEP 3: BEEP, " 



" FOR 



NEXT a: LET CQU 



TS-i"»»: GO SUB .9000 . 
6830 PRINT RT N,Mi. »*R.3«. 
EP .05, U: 
y5=INT CU 




; b 'the^ m print'r+ 

FOR U = l TO„S Nflp g^ R I 

3140 



7808 PRINT 



_ rfEP . 05 . U : BEEP 
"NEXT 5 LET LIUES=LIUE 



H0 IF LIVES 
7020 GO TO 101 
8000 PRINT RT 



L THEN GO TO 8000 



'5S»T5S?" : "iF AS**S THEN LET HS» 
110 IF INKEY*<>-" THEN GO TO OB 

E*ESi'"" ™ EN GO TO a 

■BIRD2 THEN 
*(1) THEN 



S02U If- J«^'L *1 

5030 GO TO B020 

3008 IF NcBIRDl AND 

°ET BIRD2-3: 



HE I 

[F N = 

27^47°L.ET 

RETURN 
9030 IF N=HC 



RND M=B(2) 
- — P,(2) "4: 
LET H*t 

RND H=B(3) 



AND 5N 
LET B ( 



LET B [ 
4) -"I": 

RND 5N 



LET D IS I ^2 




RUNS Oni A SHARP MZ-80K Ml 3K 



USR calls and specialised Peeks and 
USR (68) - Starts a sound after 

a value other than zero has been 
poked into locations 4514 or 4513 
USR (711 — Stops the sound 

USR 62 - Emits a short beep 

USR (3494) -Stops some of the 
screen noise when laser is fired 
POKE 10167,1 — Switches off the 
peek protect on Sharp Basic to allow 
Peek (17828) p 

PEEK (17828) — Returns the ASC 
value of the current key being 
pressed (for continuous movement 
of laser) 

List of main variables 
TL -Time limit of game in seconds 
Y — Random position of blocks 
p _ Target poke code 

j Position of target 

X — Position of laser gun 
PI — Movement key input 
Tl$ _ Internal timer 
F — Position of laser bullet 
H — High score 

F$ _ Message which is flashed on 
s creen 

36 COMPUTES 4 VIDEO GAMES 



If you like taking pot shots at those 
bobbing ducks and targets you find in 
fairground shooting galleries you'll enjoy 
this game. The object is to shoot down as 
many targets within one minute as you 
can. Each target is worth 100 points — 
and if you shoot down all nine you'll be 
rewarded with a 500 point bonus and 
another crack at the game. However, each 
time you win an extra go the time limit 
gets shorter. The targets are represented 
by the numbers 1-9. They appear at 
random among a "battlefield" of blocks. If 
you hit a block with a blast from your 
laser gun instead of a target number you 
will lose 10 points — and valuable time. 
Once one target is hit another appears to 
take its place until you have destroyed all 
nine. Your score and the high score are 
displayed throughout the game. 

You'll be hooked from the moment yon 
start blasting away — those targets have 
an annoying habit of avoiding you! 
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For those that do, 




those that don't 




Thedo'sanddon'tsofthenewCGLM5home 
computer reveal why it is such a remarkable family 
computer. Unrivalled in its range. 

For those family members that do revel in creating 
their own personal computer programmes the M5 will 
test all their abilities. And teach them many more. 

Alternatively for those that don't want to become 
so involved in programming the M5 couldn't be more 
fun. 

How can one computer be all things to all users — 
from a sixty year old to a six year old? 

Simply because the CGL M5 has been developed in Japan 
as a sophisticated 'add-on' computer system. With the back up of 
a unique software system. 

As your computer abilities grow so the CGL M5 will expand to 
meet them One of the first things you'll discover about the M5 is 
its amazing colour and graphic reproduction, whether 
it's bringing life to your own animation or pre- programmed 
cassettes and cartridges. 
The graphic modes capability of the M5 is just one of the 
A features that sets this computer in a class ot its own. 

It also incorporates a mini-synthesiser. Slot in the Basic 
G cartridge and you can compose to your ears' delight 
The addition of a Basic F cartridge lets you do more 
complicated scientific, technicaland arithmetical 
applications. There's also the FALC cartridge which gives 
you an easy to use data management and family 
ccounting package. 

And the CGL M5 is still growing With an ever 
expanding library of 
cassettes and cartridges. 
Do yourself and your family a 
service — don't buy a home 
computer until you've found out 
more about the remarkable CGL M5 




and those that might. 
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d us this completed coupon. Apart In 
II also rush you the address of your nt 
a demonstration 



Post the completed coupon toComputer Games Limited CGL House 
GoldingsHill, Loughton, Esse* IG10 2RH. 



VIDEOGAMES : 



I " p£, Iwr . , ,' BueLL 


yfiSSSsSW 


gS"— ■ 


"THENm E1 


*«* ™, E ,;„ 


B«Kana?.— ■ 


**»*..„. 


?? ir? >f,THefjH= "s c 


J SCORED ",9,, 


"wuSra^ 0F 


82 sor*?9 N " rHE " Q= 


££,*■"■* 


«».. 


a= E™" ,r """ ,oaH '"'a nnaD .., rnf „ D 




B4 pb"'"" 05 




"ANKS FDR 


" pZ%°™°°™°°™°°''' F * :USR 


62J 


' FC "iCL=ira, S n. M 

1 "fi~TT'B , , 1 r ^;,;'' 


. '"'sugar out 




SKS^j?™ 


**-°"Ab*l 


: f & t*+s 



"3Si™ ™"K n a;»« t ,„,„ 



\ 



YOUR SEARCH FOR COMPUTER 
jJ^iCQAMESENPS HERE AT. . . 



{^^J/ J ~ * MERSEYSIDES LARGEST SOFTWAJHSTOCKISTS. We have A^^ 






43K Upgrade £90.00 M . w 

Atari 800 48K £399 00 NEW DRAGON 



I IOTHLOR1EN 3> 

Jkt™^^ WARMASTERS 

mXjtf^i^ ANNOUNCE 4 GREAT NEW TITLES 





Evan at sale time everything at Laskys Sinclair, Oric, Jupiter and Neve Brain, plus a 

remains the same - except the price. You get the comprehensive selection of compatible software 
e wide range of top name models and the and peripherals. 



unique opportunity to test and compare them 
Side by side, with specialist advice. 

Just look at these savings on the widest 
range of top name home computers available in 
the High Street. Names like, Atari, Commodore, 



And with our 14 day exchange, up to £1,000 
Instant Credit* two year tree guarantee * and 
the back-up of Laskys service engineers, the 
Micropoint Sale has to be the place to buy your 
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ATARI S00 48K 
Home Computer 


3S&0G. 


298oo 


Atari 822 Printer 


--1<- 00 


179.00 


Atari 810 Disk Drive 
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PtffWi OHIC48K A home computer with 48K RAW Ergonom 

*-='.^? u - keyboard with 57 moving keys. Colour, sound and a hi 

sound output. Teletexts Viewdata compatible graphic; 



£1 49.90 

aaannan 



NEWBRAIN MODEL AD An ideal personal/ small 
business computer 32K memory, excellent graphics 
and character set Built-in one line display. 




SINCLAIR 




A IMMn SINCLAIR SPECTRUM 48Kwi 
W Et6&8a sound. High resolution graphic 


i lull colour a 
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99.90 


£129.90 I S,r**,,r*. r.urr, Printer 
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It's the programs that make micros magic 
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Astrochase 
Baja Buggys 
Chop lifter 
Claim Jump 
Compute 4 
Darts 
Escape from 

Figure Fun 
Gort 

Jumbo Jet 
Kick Back 
Legionaire 
Miner 2049 
MoonbaselO 
Mutant Herd 
Picnic Paranoia 
Pool 
Prep pie 
Protector 2 
Seadragon 
Snooker 



£2^80. E19.90 
£2^90. £19.90 
£2&ea £26.90 
f : >•■ 80 £26.90 
lrt*9Q £12.90 
£tft9Q £17.90 

rtT^CL £15.90 

E+4-SQ £12.90 

E2&9CL £26.90 

£3490. £29.90 

E2&.90 £25.90 

E26SQ. £23.90 

£3430 £29.90 

E24t9Q £19.90 

£24^Q £21.90 

E2&90. £26.90 

irmQQ £17.90 

E2-H9Q £19.90 

E2&9Q £26.90 

£24-00 £21.90 

ttasa £1 



Soccer 
Stratos 
Submarine 
Command 
Super Cubes 

mam 

Martian Raider -. 

Moons ot Jupiter i 

Multisynthesiser ; 

Power Blast I 

Shark Attack ; 

Space Attack .' 

Space Fortress I 

Time Destination I 



£34SQ £29.90 
£"r+9Q £12.90 
£2ft90 £26.90 



Annihilate £990- E7.90 

Crossfire £&90 £7.90 

Frogger £990 £7.90 

Graphics 64 £&9Q £7.90 

Grave Robbers 64 £S9G £7.90 

Hopper £&90 £7.90 
Krell 



Monopole 64 

Myriad 

Night Crawl 

Orbis 

Gu ackers 

Skramble 



£ft9Q. £7.90 

E&9Q £7.90 

E&90, £7.90 

E&9Q £7.90 

E99G £7.90 

£950 £7.90 
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Asteroids 
2 Cosmiads 
Gammon 



E69G £4.90 

X6.9Q- £4.90 

£6SQ £4.90 

j;byo £4.90 

E&90 £4.90 
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STARTS 
17th JUNE 





_j get the point 

quickly it you want to survive the 
deadly alien spikes I 

The aim of the game is to de- 
fend the top layer of a 20 level 
grid from these nasty spikes 
which wilt zap you with electric- 
ity should they reach your laser 
base. The spikes radiate from the 
centre of the screen and gradu- 
ally move towards you — rising 
through the many levels. You 
move about on the top level 
ready to blast the spikes using a 
joystick controller. When you are 
directly above a spike fire! 

Points are scored for each 

spike shot — more points are 

awarded for a rapid destruction 

of a spike. Once shot they fall 

back to the centre to start rising 

up at you once more. 

As the game progresses the 

; spikes get faster and more 

I numerous — and are worth more 

> points. Beware — sometimes a 
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spike will rise up 
B the 5i 



(he middle of 
you will ni 

- so you will have 
The authors high 

- can you beat it? 
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rH PR i,(T. PRINT" USE THE RICH ' -" QF THE GRID . ■ 

1 EKKw'pMNT-PSgS T TO SHO» «I» ««» 
% 1F1KKET.O-V THEN 28° 
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I ^r'°I T >-^THEM 5 40 

p L INECFHRCR«).FHB(m>5 

■B NEXT I 

CDEFGHB05C0EFGRB" 
;b fgRJ=0TG20 „ „,,, T ,*?« j.J.l 

£ CiRC.LECflX^^0'» V(I1 * 2ei) ' J ' 1 
■a NEXTJ 

30 PM0PE4.1'SCREEH1,1 

3@ POKES.HFFD6.0 

^00 FORI-0TO12 

„. LW f »',» I g5 jwj >, PSET 

FoK-lrasewNEXTi 

RETURN 
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ATARI 800," upgraded from 16K to 48K RAM 
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ATARI 400:" with 16K RAM 






It's hard to know which set of figures ismore 
attractive. Certainly the ATARI 800™ Computer, 
upgraded by an astonishing 32K and reduced by 
£100, will have its admirers. 

However, the ATARI 400™ Computer plus 
free Programmer Kit for only £149.99 makes it 
remarkable value for money, particularly when 
you take into account its 16K RAM (on some com- 
puters you'll be charged extra to upgrade to 16K). 

It's even more remarkable when you look at 
our computers feature by feature. 
The Family Computer. 

Before we designed them, we thought about 
who was actually going to use them. 

One day our computers might be playing 
games; next, they're wrestling with household 
budgets; teaching geography to an 8- year-old; or 
printing letters. 

In other words, we designed our computers 
and software for as many applications as a 
family has ideas. (Now the ATARI 800 Computer 
has 48K RAM. there's even more memory for even 
more applications.) 

Next we built in high- resolution graphics. 
Inside our computers, we have a microprocessor 
whose only job is to operate our graphics. 

(All told, you can choose up to 16 different 
colours in 16 intensities, which gives you a 
spectrum of 256 different shades.) 

In fact, our computers divide the screen up 
into 60,000 tiny points, each one of which can 
be changed without affecting the other. 
A friend not a fiend. 

We also looked at ways to make computers 
rather friendlier. 



Atari 400 and 800 Home Computer 
Technical Specifications. 

Co]ourCapabilitie9:Choose front IHcolours, and 16 intensiti 
(up to a total of 256 shade?). 

Sound: Four independent sound synthesisers (or musical ton 
and games sounds.'!'!] rt-e and urn 1 1 1 alt octaves. Variable volun 
and tone lot each voice. 

Display: Three text modes 24 lines (it 41 1 < hsrai lers, double- 
width characters, or double -height, double-width characters. 
Nine graphic modes: from 4(1 columns by 24 ro 
columns by 192 rows. 
Memory: Include .i huil! in ]<iK Kcari Only Memory [ROM! 
Operating System with 4HK Random Access Memory (.VI'AKI 
WW) and 16K Random Access Memory (ATAKI 4<H>). 
C.P.U.HJ50aHMk-roprf>c.'ss(ir().5tJmitro-sccnndeycle.L8Mhi. 
Special Features: Three customised ir,[ egratt'd circuits. 
Extended Graphics Functions: High-resolution graphics 
Mull i-ci iji lured chiti ;n tcr-et. Software screen switching. Mixed 
te\l and graphics modes. 

Multiple ledelinetl character sets. I'laycr missile I sprite) 
graphics, hue screen scrolling m any direction. (.'Iiiiu^eal.iie 
colour registers. Mmmili character movement. 
Peripherals: A range of peripherals and a< 



as educational programs to satisfy the most 
enquiring mind. 

You can learn French, Spanish, German or 
Italian on our computers and through our 
unique 'sound through' system you'll hear the 
language and learn it the way you learnt your 
mother tongue. (Other computers will leave you 
speechless.) 

You can teach yourself touch typing, 
compose and play your own music or teach a 
child the alphabet. 

On another program you can find out if your 
current mortgage is giving you the best value for 
money; while yet another program will answer a 
question that has vexed mankind for generations: 



On the ATARI 400 Computer, we've incorpor- "Where does all my money go?!' 



ated touch-sensitive keys with ridges, so fingers 
won't slip; on the ATAKI 8(X> Computer, we have 
keys much as you'd find on a standard typewriter 

You can talk to your computer in a choice 
of languages (five for the Atari 400, nine for the 
Atari 800), including ATARI BASIC, using 
software which you load in on cartridge, cassette, 
or disk. 

For our computers, we have one of the. 
largest software libraries in the world: every- 
thing from speech synthesis to sophisticated 
data management. 

No doubt you know all about our 
famous games such as PAC-MAN", SPACE 
INVADERS' and STAR RAIDERS™ winner 
of the 1982 Game of the Year Award. 

However, we also boast home 
and office application software as well 




ATARI 



At the same time, the outstanding VisiCalc" 
program is available for the ATARI 800 Computer. 
Write your own programs. 

As if all that isn't enough, through Atari's 
Program Exchange (APX), you can have access 
toawiderangeofthemost imaginative programs 
written by our users. 

Or you can learn to write your own 
programs with the help of our 'Invitation to 
Programming" "series, using our unique'sound 
through' system. 

Surprisingly, you won't have to plough 
through a small library of manuals to do so, 
since most of the series is on software, 
not in hard books. Of course, we've 
alwayshadjust about everythingyou're 
looking for in computers. 

From today, we've got even more. 



More of what home computers are for. 
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IN days of old gladiators fought it out in a vast arena 
In the future Hmv will battle It out within the tonfin 
big walls of a voit naze. 

Ome one luchy gladiator finds the power pill trwr 
is hidden in the mas* he will be able to shattei 
wans with a (Ingle blow. 

This is a two-player battle set in a ntaie. The 
players start off at opposite corners and the all the maxe a* thosi 
important power pill is in the centre. On touching the player has lot* all 
pill you can move faster and walk ""— 



The power pill only has a limned effect howet 



in on the Atari — worth entering ju 



280*' 



5 AND 51=15 THEN 11 

VtHEN V=Y-««B»UBR<UP,W1BAS*1«2 

14 THEN Yl=Yl-l:B=USRIUP,PMBfiS+ 
1 THEN 



..1-X1-SP2 
35 IF 5<>I3 THEN 45 

B=USR (DOWN, PMBAS-f 1024+Y 
IF BIO 13 THEN 55 
B-USR (DOWN, PMBAS+128G+Y 



\ 61 POKE HFE 

i V 62 IF FLAG- 

\ \ 65 IF PEEK 

\ \T 66 IF PEEK 
\ \ 68 IF PEEK 

|^f__\ hen leo 

JljTBaaaM ■" 



'he-m' M-X1+5P2 

iP0,X:POKE HPDSP1, XI: SOUND : 

[ THEN T=T+liIF T>500 THEN I 

IF WM30 THEN GOSUB 75 
r ^IK. (53252 ><=*> THEN 178 
PEEK(53253><>0 THEN »% 
PEEK(53260K>0 OR pEBtCH3Zc.l>^™ 

hen iee 

goto le , ,, V _, TM T( 

[NT<RND(0)*S)*l)*Si-"' :W ' ; - llri - 

' 9rREn E »mLLISI0N BETWEEN PLAYERS** 
—■ PEEK<53260)=4 THEN 156 
: PEEK (53261 > =4 THEN 160 
r r ***.FL./PL. DIFF. COLL.**-* 

FEEK r 7 04)=25 THEN 200 
: PEEM7*>5>=25 THEN 175 
■ FE1! ,,,3260-2 THEN C0=C0-1 : CI -CI ~ 
-rur.E 657, 13:" 7 C0: POKE 656,0:POKE 657, _ 
112 IF Ce-0 OR C1=0 THEN 500: GOSUB 300 

,« R E «°*.CLEAR P3 1. CHANGE VARS.** 
■ ,11 pp7=p P1 + iiIF PP1=5 THEN SOUND l*M»j 
ll^lYc^cUl-.POKE 656,0:POKE 657,13 = ? C 

. IZTot Q=PMBAS + 1536 ™ ™BAS+.7^POKE 
- ,*-NEXl D:POKE 704,25-.SFl=2:POKE 5327B, 
0-FLAG=l:GOSUB 2S0:GOTO 10 

;"St«™E 7M,Z=.SP2«:P0KP =3278, 
" t^SS'SoLU.S^^rJoiNTEP ,0.» 
171 IF PEEK.(704>=25 AND PEEKI53252) 

.^^r^F^Tr^. Se- 
tae POKE 656,0:POKE 657,13:7 C0:GQE 



■EM ""COLLISION ti COU.NriR 

:f peek(705)=25 and peekcs: 

IKE 53278, 0:GOTD 10 

I THEN 560 



.?'-■: 


FOR C=56 TO 




56 STEP 






10 




"JEXT CiSOUNI 




0,0,0:RET"RN 












STEP - 








QUND 3,250,6, C: 


11 


T Z:NE 










RETURN 














REM **GAME OVER RDUT 










FUR N=0 TO 


60: FOR Z= 














PES 3 


7701: NEXT 












POKE 7: 


2,28 










i: 


=0 THE! 








DRAWN 






■:GOT0 56 







. REM > 



>=0 THEN 7 " PLAYER 2 IS THE Mil 

":GGT0 585 
-i: THE!.' " PLAYER I IS THE Wit 



T<RND(1!*126)+45:P0KE 704, 
074):GOTD 1060 



: !i-f • 



! 706, 



POKE 712,2i3jFPl=o:PF2='i:i:Ce=5:l.!^5:.„ 
OSP0=53248: HF D£! ■ 1 =z 7.2.JV: H' OSP2=53250 
■nee [=PE£KU«*)-24:POKE 5427", I 

-!v FMtBAS=I#2S6 

9Ze FOR B-PMBAS+1024 TO PMBA5-U 792- POKE 

3,0: NEXT Q 

330 POKE 656,0:SP1=1:SP2=1:X=52:Y=45:X1 

1*?4:Y1 = 169:X2=123:Y2=I0B:POKE 53278, 0:R 
EST ORE 

104t- POKE 7O4,160:POKE 705,16* 
25:P0KE HPOSP0,X:FOKE HPOSPl,! 
1045 POKE 559,62:P0KE 53277, 3:F0R Q=l 

B:READ P:F0K£ PMBAS-t 1 024-<-Y*Q, P: NEXT 
1050 FOR 0=0 TO B:REA!) PiPDKS PMBASf 
+Yi tn,P:NEXT Q 
t«ee FOR O=0 TO R:READ Pi POKE PMBAS-H536 " 
*Y2+G,P 

1065 POKE HP0SP2,X2:NEXT 
1070 DATA 0,30,63,45,30,30,51,33,33 
107.2 DATA 0,24,60,90,126,60,24,36,66 

DATA 0,24,126,66,219,195,94,126 24 
1OS0 POKE 53278, 0:GOSUB 1100:GOSUB 1130- 



x: 



ET 



,203,245,96 

1479 REM *«GRAPHIC5 DISPLAY*! 

!5*(i GRAPHICS 7:CDLOR 3 
•"~1 ? "LIVES LEFT-5 



h. 

a 

b 

b 



1510 RESTORE (1520):FO 
,B,C,D:PL0T A,B:DRAWTD 
1520 DATA 54, 4, 54, 12,1 
4,76, 104,63, 104,76,34,: 

,54,60,54,20,54,36, 24,44 



VES LEFT 
5: READ 



44,54,66,5 



1,36,104,' 



12,1. 



:b,84, 12, ( 



iB,a,i-?,B,i3 



,18,23, 16,25,13,25,; 



17,7,19,9,F,19,11,F,17,13,F,1 
823 DATA P,2S,13,F,25,7,F,23. 



11,F,15, 
: ,21,2,F 



1832 DATA P. 23, 16,27,19,29, 16, F, 25, 13, F. 
25,7,F,23,4,F,21,2,F,19, 1,F,B, 1,F,6,2,F, 



< DATA R,15,50.S,1 



14, 2B, 124, 
i .-..jo, i ^,io, 1«4,2B,94 , 28,94,36 
3 "3_D0TA 34, 36, 84.28, 44, 2B, 44, 52 ^4 
, 34, 68, 64, 52, 64, 63, 84,63,1 
,54,20,54,36,74,36 

.36,94,12, 10< 



144,68,1 



1 94,2.),; 



36,134,20,54,44,74,44.74,60,94 52 * * 
1570 DATA 94,60,74,60 44* 1?' w' i& 24 28 
24, 60, 44, 60, 44, 68, 84. 52, 84. 44, 104 ' 44 ' tl '" 
,44,144,44,144,36,134,60.114 60 * 
1580 DATA U4,6B,4.4,1544 154 76 4 4 4 
76,154,76 ' ' ' * ' * ' 

1600 CLR :PDKE 752, Js DIM D«<3) CEI32) UP 

COD£*121>,DOWNCODES!2!>:TINF=Mu-IWE Q-> 
0:GDSUB 1879:S0SUB 1680 

1 X=USR(ADR<CS>.TIME> 

t GRAPHICS 7+32: POKE 752, 1 : SETCOLOR 2 

' 7 m A GAME FDR THE A TAR 

! ? " by" 

■ ? " GRAEME HUTCHESON 



I STR 



,19, 19, 19,21, IB, 23, 1 



2', UP,25,7,F,23,4,F,21,2,F,1' 



B43 DATA P, 20, 13, F, 2, 13 
850 DATA R,25,72,S,0, 120 
B51 DATA P. 2,7, 2, 13,4, 16, 



1S52 DATA F-,25,1 
1 DATA R, 15,' 



!,7,9,13,F,2,13 
B70 DATA R,25, 116,3,2, . 
371 DATA P, 2, 1,2,7,11,: 



',p, 19,19, 25,: 



.25. : 



650 FDR 1-1 TO 750:IF STRIGK 

G1D-0 THEN 2000 

660 NEXT I I POKE 77,254:GQT0 1 

680 GRAPHICS 23:SETCOL0R 0,O,0:SETCOLDR 
1,0,14:SETCOLOR 2, 0. 0: SETCOLOR ' 
16V0 COLOR 2:FC0LOR=l 
1700 RESTORE (1820) 

1710 READ D*:IF ASC(D*)<64 THEN 1 
[720 IF D*="P" THEN READ ROW,CDLUMN:GOSU 
1 1B10:PLOT COLUMN, ROW: GOTO 1710 
730 IF D*="R" THEN READ RDRIG IN, CORIC 

1740 IF D*="S" THEN READ VOICE, PITCH-SOU 
ID VOICE, PITCH, 10, 6:G0T0 1718 
1750 IF DS="D" THEN 1710 
.760 IF D*="END M THEN RETURN 

770 IF D*<>"F" THEN 1710 

780 READ ROW, COLUMN: GOSUB 1B1 

COLUMN, ROW: POKE 765.FCOL0R 

J,#6,0,0,"S;":PLOT COLUMN, F 



IB72 DATA 25, 1,F,2, 1 

187« DATA END 

1880 RESTORE (1910) ,„„,„ 

1390 FOR 1=1 TO 32:READ C:C* (I ) -CHR* (C 

NEXT I 

1900 RETURN 

1910 DATA 11>4, !. '4, l'"1, .'-.■.:':-.:-'- i'^'-'"- 

"20^242. r-.i2.2BS, 237, 104 

1911 DATA 56,233,1,208.228,96 

2000 FOF N=0 TO :^:S0UND N, 0,0. 0: NE* ! N 
RAF'HICS 0:POKE B2.2:POKE 710,210:'' " > " 
- .. SQUONK" 
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R.IOIIPI O IWMEIIRI 



10 REN <~*TTEDR-> 
20 REK (CJ1W3 TERRY IRWIN 

30 REB IN II BASIC FOR THE TI99/4A HONE COMPUTER 
40 RESTORE 90 
50 FDR 1=1 TO 5 
,0 READ BUR, NOTE 
70 CALL SOUNB<Dufi,NGTE,0) 
10 NEXT I 

'0 DATA 330, 880, 330, 986, 330, 76*. 330,372, 990,56; 
100 CALL CLEAR 

110 INPUT "SO YOU UANT INSTRUCTIONS' 1 '^ 
130 IF S£C*(0*,i,II= , T' THEN HO 
130 IF SEGt(01,l,lK>"N" THEN 110 ELSE 17j 
140 GOSUB 4050 
150 CALL CLEAR 

m gosub mo 

170 GOSUB 3220 

180 TS=0 

190 *T=0 

MO SHD=0 

210 HITS=0 

27.0 DEAD=0 

230 CALL SCREEN15) 

240 CALL C0L0R<1,5,5) 

250 CALL COLORO, 14,14) 

240 CALL COL0Rf4,14,l4) 

CALL C0L0R(13,I6,1> 
2.30 CM.L C0LOR(14,9,U 
290 CALL C0L0R<9,2,14) 
300 CALL CDLOR(10,2,5) 
310 CALL COLOfKl 1,2,5) 
320 CALL COLOR! 12, 11,5) 
330 CALL C0L0k(B,14,I4) 
340 RANKMZE 
350 RESTORE 410 
340 FOR 1=91 TO 12! 
370 IF«I>91)*(K94)>+UD99)«(K104» THEN 400 
390 READ At 
390 CALL CHAM I, At) 
400 NEXT I 

BATA FFFFFFFFFFFFFFFF,FFFFFFFFFFFTFFFF,FFFFC3C3C3C3FFFF,F 
F o 999FFFF999WT,FFE7E7C3C1E7E7FF,H0C0E0F0FBFFFF7F 
420 DATA 0104iE3CFCF8FOFO,7F7F3F3FiFlFFDFB,EOf:OEOFOFBFCFE7F,B 
0407B3C3FlF0F0F,01O3O70FlFFFFFFL r 

430 DATA 0707070FlF3F7FFE,FEFEFCFCFBF8DFlF,18ieiB181B18181B,C 
OFOFCFFf CF8D818, 030F3FFF3F1F1 Bl B 

DATA 181B18181BlBlFlF,lBlB181Biai8FBFB,FCF0E0C0CQC3?FFF,0 
0B03 181C387C7FF , 1F070703B3E IF6FF 
450 DATA 0l020408307OEO4O,80402010OCO£0702,MO000FF 
440 REM CITY OUTLINE 

CALL WCHAR(23,5,94,24> 
480 CALL HCHAf)(24,4,9M 
490 CALL HCHAR (24, 29,94, 2> 
500 CALL Hi;HAR(24,5,91,2<) 
510 CALL TOARI 21, 5,97,2) 
520 CALL «CHAR(21,5,97,2) 

10 CALL OAR (21, 4,97,2) 
540 CM_L VCHARU7, 9,97,4) 
550 CALL vCHAR(20,ll,97,3) 
540 CALL vCHAR(20,12,97,3) 
570 CALL UCHAR(20,13,97,3) 
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930 CALL UCHARI 17,3, 112,3) 
810 CALL UCMRU7,31,11?,3) 
B50 CULL VCHAR<20,3,99,5) 
840 CALL WCHARI20, 31,99,5) 
970 CALL YCHAR1 12,2,112,4) 
880 CALL VCIIAR( 12,32, 112, 4) 
890 CALL VD*H14,2,U5) 
900 CALL UCHAR< 14,32,114) 
910 CALL VCHAfil 11,2,113) 
920 CALL OCHASdl, 32,114) 
930 CALL UCHARU5,3,104> 
940 CALL UCHAR{15,4,105) 
950 CALL UCHAR<14,3,104) 
940 CALL UCHARU4, 1,107) 
970 CALL VCH«(15,30,10a; 
990 CALL VCHWU5,31,IC9) 
990 CALL VCHARUi,3O,110> 
1000 CALK VCHARtl4,31,UI> 
1010 REN METEOR 
1020 CALL CHOP 
I130, , '00493410BE944122"> 




10:iO CALL CHAftU 33, "00003030") 
1040 CALL CMAR(131,"OOOOOCOC") 
| 1050 CALL CilARI137, "000000003030") 
1040 CALL CHAft<138,"00000<X»OeOC") 
1070 CALL HCHW(24,4,49,4) 
1090 CALL HCNARI 24, 25,49,3) 
1090 H=0 
1100 FOR X=2B 10 5 STEP -1 

U10 CALL SOUND 

< -500, 250, 30, 500, 30, 1000, 30, -9,Xf2> 

1120 FDR T=134 TD 137 SID 1 3 

1130 CALL VCHAR<29-X,X,n 

1140 NEXT T 

1150 n 



U40 CALL KEno,K,S> 
C0DE=1 



1J90 IF S=0 THE* i;io 

1190 IF 1MB THEN 1200 ELSE 1210 

1200 GOTO 2480 

1210 CALL VCHAR<29-X,I(,32> 

1220 CALL eCHAR(30-X,I-i,[) 

1230 IF KM THEN 1440 

1240 !F D>98 TH» 1440 

1250 1EAD=MA»HOO 

1240 COSUB 4200 

1270 [F D=9? THEN 1310 

I2S0 CALL VeW*(30-X,x-l,13D> 

1290 CALL «CHAR(30-X,X-!,117) 

1300 GOTO 1370 

1310 Y=30-X 

1320 I«X-1 

1330 IF «Z=9).((Y<23H(|r>lA») 

ThEN 1350 

1340 GOTO 1290 

1350 CALL MCHAR(Y,2,130) 

1340 CALL VCHAR(Y,Z,98) 

1370 CALL SOUND! -BOO, -7,0) 

1390 FOR DELAYM TO 200 

1390 NEXT DELAY 

140O IF <30-X)=23 THEN 3440 

1410 HET=K£T.I 

1420 IF NET>=HETEOR THEM 3420 

1430 GOTO 1470 

1440 CALL SOUND! -300,-7,0) 

1450 CALL UCMAW30-X,X-I,13C) 

1440 NEXT X 

1470 FOR F=l TO IOaRNP 

1480 H=0 

1490 SHD=0 

1500 MET=HET*1 

1510 IF H£T>=*TEQ» THEN 3420 

1520 X=INT<28«ND) 

1530 IF X<5 THEN 1520 

1540 FOR 1=1 TD 24 

1550 CALL SOUND 

(-500,250,30, 500,30, 1000,30, -8,27-Y) 

15*0 FOR 1=133 TO 137 STEP 4 

1570 CALL OCHAR<Y,X,T) 

1580 NEXT T 

1590 IF (SHD>0)i(SND<5) THEN 2970 

1400 HY«Y 
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610 CALL KEY(0,K,5) 
1120 C0K=2 

(30 If S=0 TKN 1710 

640 IF K*48 THEN 1450 ELSE 1440 

.450 GOTO 2480 

1440 IF H=49 THEN 1470 ELSE 14S0 

m ma mo 

.480 IF K=50 THEN 1690 ELSE 1710 

m rs=rsu 

'00 GOTO 2970 

'10 CULL VCtWft<r,X,32> 

720 CALL SCHAR(Y*1,X,D) 

730 IF IK94 THEN 1940 

740 IF 1=122 THEN 1810 

750 IF DM14 THEN 1940 

740 DEAD=DEAD*3O0 

770 C0SUB 4200 

7B0 GDSUB 4200 

790 GDSUB 4200 

.BOO GOTO 1840 

.810 CALL VCHAfl<YH,X,130J 

,820 CALL «HAR<Y+1,X,32> 

1830 GOTO 1870 

i840 CALL VCHAR<Ytl,X,130,2 

.850 CALL VCHM(Y*1,X,32> 

840 CALL UCHM(T*2,X,lia) 

870 CALL HCHARUl, 3,32,29) 

.880 5HD=0 

CALL SOUHtK-800,-7,0) 



!900 FGfi DELAY*! TO 200 

1910 NEXT DELAY 

1920 IF IM)>=22 THEN 3440 

1930 GOTO 1970 

1940 CALL SOUNBI -300,-7,0) 

1950 CALL UCH*ftmi,X,130) 

1740 NEXT Y 

1970 NEXT F 

1980 H=0 

1990 FOR X=5 TO 2S 

2000 CALL 50UND(-500,250,30,500, 
30, 1000,30, -8, 3t-X) 

2010 FOR r=133 TO 138 STEP 5 

2020 CALL VCHAR(X-4,X,T) 

2030 NEXT r 

2040 NT=X-4 

2050 CALL K£Y<0,K,3) 

2040 C0DE=3 

2070 IF S=0 THEN 2100 

■41 THEN 2090 ELSE 2140 
2090 COTG 2410 
2100 CALL VCHAR(X-4,X,32> 
2110 CALL GCHARIX--3,X+!,D> 
2120 IF IK94 THEN 2330 
2130 IF B>98 THEN 2310 
1140 D£AD=DCAD+100 



3150 r. 



B 4200 



21S0 IF D-97 THEN 2180 

2170 GOTO 2210 

2180 Y=X-3 

2190 7_=XM 

2200 IF ((Z=23)*(T=22))»(I(2=24> 

MZ=25))»(!Y<23)MY>17))) THEN 2240 

2210 CALL VCHAR(X-3,X+1,130) 

2220 CALL VCHAR(X-3,X»i,U9) 

2230 GOTO 2240 

2240 CALL VCHAR(Y,Z,130J 

2250 CALL VCHAR(Y,Z,9B> 

2240 CALL SOUND (-800, -7,0) 

2270 FOR ORAM TO 200 

2280 NEXT DELAY 

2290 IF <X-3)=23 THEN 3440 

2300 COM 2340 

2310 CALL 5OOHD(-300,-7,O) 

2320 CALL VC;iAR(X-3,X*l,130) 

2330 NEXT X 

2350 n=c 

2340 HET=HEr*l 

2370 IF HET>=HETEOR THEN 3420 

2380 IF C<1 THEN 1100 

2390 IF C<4 THEN J470 

2400 IF C<=10 THEN 1990 

2410 IF H=l THEN 2420 ELSE 2430 

2420 ON CODE GOTO 1210,1710,2106 

2*30 FDR L=l TO 13 STEP 2 

2440 CALL SOUND (-1000, 10000, 

L,5000,5»L,-*,5+L) 

2450 CALL VCHM(15-L,4.L,i20) 

2440 CALL &CHAR(14-L,5R,g) 

2470 CALL GCWR(14-L,4*L,R> 

2480 CALL VCHARH5-L.4+L.32) 



2490 IF DM27 THEN 2590 

2500 IF RM27 THEN 2590 

2510 IF U5-LXHY THEN 2520 

ELSE 2540 

2520 IEST=1 

2530 GOTO 2590 

2540 IF L=13 THEN 2590 

2550 NEXT L 

2540 H^H*1 

2570 TEST=0 

2580 OK COBE GOTO 1210,1710,2100 

2590 CALL 5OJH!(-500,-4,0) 

2400 CALL HCHAR(14-L,4*L, 130,2) 

2410 CALL HCHAR<14-L,4tL,32,2> 

2420 IF TE5T=1 THEN 2540 

2430 IF L=13 THEN 2540 

2440 »=0 

2450 HITS=HITStl 

2460 GDSUB 4090 

2670 ON CODE GOTO 1470,1970,2340 

2480 IF 11=1 THEN 2490 ELSE 2700 

2490 OH CODE GOTO 1210,1710,2100 

2700 FOR 1=13 TO 1 STEP-2 

2710 CALL SOUND (-1000, 10000, 13-L, 

5000 T ia-L,-4,iB-O 

2720 CALL VCHAft(l*L,14R,l21> 

2730 CALL CCHAR(L,15+L,g> 

2740 CALL SCHAWL, 14+L.R! 

2750 CALL «HAK(1H-,14+L,32) 

2740 IF l)>127 THEN 2U60 

2770 IF R>127 THEN 2840 

2)80 (F 1HLKHY THEN 2790 aSE 2810 

2790 TE51=1 

2300 iO 1 ■} 2840 

2010 IF L'l THE* 2B40 

2B20 HEXT L 

2B30 H=H+1 

2840 TEST=0 

2B50 ON CODE GOTO 1210,1710,2100 

2B40 CALL S0UHD<-500,-4,0> 

2B70 CALL HCHAR(L,15*L,130,2> 

2830 CALL HCHAR(L,15+L,32,2> 

2890 IF TEST'l THEN 2B30 

2900 IF L"l THEN 2830 

2910 HITS=HITS+1 

2920 GDSUB 4090 

2930 H=0 

2940 HET=«£M 

2950 IF HET>=HETEOR THEM 3420 

2940 ON COBE GOTO 1470,1970,2340 

2970 IF <TS=10H(5HIW» TH£H 

2980 ELSE 2990 

2980 CALL SOUND (-500, 1000,0 1 

2990 IF TS>=11 THE* 1710 

3000 CALL HCHARU1,3,122,29> 

3010 5Ht=SHIHl 

3020 IF SHI<4 THEN 1710 

3030 CALL HCHARU 1,3,32, 29) 

3040 SHD=0 , 

3050 GOTO 1710 



3040 PRINT " SITUATIDH — YOU «* I" CDNTR0L w T0U 
DEFENCE SYSTEMS. " 

3070 PRINT " HISSION TO DEFEND AGAINST A NETE 

OS STORM." 

30B0 PRINT " CONTROLS- PRESS '1' FOR LEFT SILOIPRES 

S'O' FOR RIGHT SILQIPRESS 'V FOB SHIELD." 

3090 FOR DELAY=1 TO 3000 

3100 NEXT BELAY 

3110 COSUB 4050 

3120 PRINT " EOUIPHENT t. 2-LASER CON 

TROLLED NUCLEAR HISSILE SILOS (KEYS Oil)." 

3130 PRINT "2. MAGNETIC SHIELD ABOVE CITY (KEY 2>." 

3140 GOSUB 4050 

3150 PRINT " LIHITATIONS-- 

ILE CAN BE LYNCHED AT EACH HETEOR. 

3140 PRINT "2. THE SHIELD CAN BE USED 

FOR 10.3SEC. BURSI5WAX)." 
3170 PRINT "3. A DIRECT HIT ON A HETEOR HAY NOT ALUAYS 
DISTROY IT- HISSO.ES ARE SET fO EXPLODE." 
3180 PRINT "NEAR THE HETEOR FOR HAXIHUH DESTRUCTIVE PO 

3190 PRINT "4. IF THE CITY FOUNDATIONS ARE PENETRATED 
THEN liS NUCLEAR POWER PLANT KILL EXPLODE." 

3200 RETURN 



1. ONLY 1 HISS 
{IF AVAILABLE) 



3210 I! 



3 4050 



3220 PRINT "SELECT LEVEL 1,2 OR 3 

:;2-nojERATE storn:;:3-heavy stORH," 

3230 GOSUB 4050 

3240 CALL KEY(0,K,S) 

3250 If S=0 THEN 3310 

3260 IF X=49 THEN 3350 

3270 IF K=50 THEN 3370 

__J0 If K=51 THEN 3390 

3290 IF K<49 THEN 3240 

3300 IF K>51 THEN 3240 

3310 FOR 5=0 TO 30 STEP 2 

3320 CALL 50WD(10,110>(S+i!,3) 

3330 NEXT S 

3340 GOTO 3240 

3350 NETEOR=50 

3360 GOTO 3400 

3370 NETE0R=10O 

3380 GOTO 3400 

3390 HETE0R=150 

3400 C*U CLEAR 

3410 RETURN 

3420 PR1HT "THE CITY IS SAFE-GOOD WORK!" 

3430 CALL f.0LGfi(8,2,l) 

3440 CALL C0L0R13,2,1) 

3450 CALL C0L0R(4,2,1) 

3460 PRINT 

3470 PRINT "PEOPLE KILLED! !";DEAB 

3180 PRINT 

319S PRINT "HETEORS INTERCEPTED! i-jHITS 

3500 PRINT 

3510 PRINT "PERCENTAGE HITil'-fHTTStlOOfflETEORj'T 

3520 PRINT e~.ce , T 

3530 PRINT 'WESS 'S' 10 START «H6 1 

TERMINATE" 

3540 CALL KEY(0,K,S> 

3550 If S=0 THEN 3600 

3560 IF K=B3 THEN 40 




<fl K=84 THEN 3VH0 
.„# IF K<83 THEN »* 
35« IF K>B4 THEN 3540 
3600 FOR S=0 TO 30 STEP 2 

3*20 NEXT S 
3*30 GOTO 3540 
3640 FOR R=l YD 10 



SOUHB( 100,2 

soman ioo, * 



3450 CALL 
3*40 CALL 
3670 NEXT R 
3680 CALL 5GUNBt4»0,-7,0) 
34W CAU SCREEN(5) 
3700 CALL C0LQRIY,2,2> 
J3710 FOB ^^ 1 m M 
3720 NEXT BELAY 
3730 FOR X=7 TO 16 
3740 IF X=8 THEN 3800 
3750 CALL EOU)K«,X,X> 
3760 CALL COLORtH,i',X> 
3770 CALL CQLORUO,X,X> 
3780 FOR B€LAY=1 TO W 
3790 NEXT DELAY 

IseootexTX 

3810 CAU. CX0R(B,16,1* 
3820 CALL C0L0R19 ,14,14) 
3830 CALL CDLORUl.l*,"' 
3840 CALL C0U*U0,16,16> 
3850 FOR KLAY*1 TO « 
3840 NEXT DELAY 
TO 3670 CALL SCREENU*) 
3880 CALL COLORU,l*,l*> 
3890 FOR T*0 TO 30 STEP 2 
3900 CAL.L S0UND(-500,-7,T) 
3910 NEXT T 

.CALL CLEAR 



J 3920 C 



3930 CALL C0L0R[8,2,14) 

3940 CALL C0LDRt3,2,l*) 

3950 CALL COLOR(4,2,16) 

3940 PRINT "YOUR CITY HAS 

BEEN DESTROYED" 

3970 GOTO 3490 

3980 FOR S*0 TO 30 STEP 2 

3990 CALL SC4JN8(-50,230H4«S), 

3O-S,230O(40»S),S) 

4000 NEXT S 

4010 FOR 5=0 TO 30 STEP 5 

4020 CALL SOUNB(20O,U0,S) 

4030 NEXT S 

4040 END 

4050 FOR A=0 TO 30 STEP 5 

1040 CALL S0UND(-99 1 *98 J A,1924,| 

4070 NEXT A 

4080 RETURN 

4090 CALL KHAR! 24,27,3) 

1100 IF 3=57 THEN 4130 

4110 CALL HCHAR(24,27,S*1 ) 

4120 RETURN 

4130 CALL GCHAR(24,2*,S) 

4140 CALL HOWRf24,27,4B> 

4150 CALL HCHAR(21,2*,S*1) 

4140 IF 5=57 THEN 4IB0 

1170 RETURN 

4150 CALL HCKWI21,25,19) 

4190 RETURN 

4200 CALL GCHAR(24,7,DD) 

4210 If DD=57 THEN 1240 

4220 CALL HCHAR(24,7,DD*1) 

4230 RETURN 

4240 CALL GCHARi24,*,DD> 

4250 CALL HCHAR<24,7,48) 

4260 CALL HCHARI24,4,DD*1> 

4270 RETURN 
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MATRIX (GRIDRUNNER 2) 



MATRIX 




FOR VIC-20 (8K) and Commodore 64 

Jeff Minter has taken Gridrunner — the game that topped 
bestseller charts in USA and UK — and created an 
awesome sequal — MATRIX. 

Graphically superb, it features multiple screens, new 
aliens and attack waves, mystery bonuses, renegade 
humanoids, deflexor fields, diagonal tracking, count- 
down/panic phase and much, much more. . . 
Packed into 20 mind-zapping zones and accompanied by 
incredible sonics. 

N.B. MATRIX REQUIRES A JOYSTICK 
FOR VIC-20: £6.00 FOR C64: E8.50 

MATRIX ENTER THE ZONE OF EXCELLENCE 
LLAMASOFT SOFTWARE 

49 MOUNT PLEASANT. 

TADLEY, HANTS. 

07356 4178 



GRAPHICS CREATOR (T 



BOMBEF(16K) 
HEAD BANGER {4 
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LLAMASOFT SOFTWARE 

S» IHflDE ENQUIRIES WELCOME 

COMPUTES i VIDEO GAMES i 



C & VG SOFTWARE FORM 



Have you written a games program which you feel is just 
right lor CSVG? II so we have come up with a lorn: to ensure 
that we can lest it out and give you our views on it, as 
guickly as possible. 

We would prefer a tape and listing but can work trom just 
a tape and will return it to you if it doesn't find its way into 
the magazine. We will also need an additional sheet 
explaining the game and its theme. And any documentation 
like lists of variables or how certain routines are working, 
would be of great help to beginners. Please make sure that 
your name, address and the program name is on everything 

Program name: 

Machine 



you send us. including the cassette itsell. 

This lorm will merely help us to keep a check on your 
game as it goes through our testing process and make sure 
we have all the information we need lo present il properly in 
the magazine. 

II you don't want to cut up the magazine, we will accept 
photocopies or close copies of this page. This lorm will lie 
appearing regularly in C&UG issues from now on. 

Remember we pay £10 for each listing published and you 
could win our Programmer of the Year Contest where we will 
try to turn the winner into a best-selling games author. 



Other equipment (joysticks, Extended 



Tel: 

Type of game: J™** „, 
Loading instructions: 



ni 



Due to be published in 
issue of magazine. 



□ 



Date received: 

Acknowledgement sent: 

., . Needs some 

Name ?' tidying up 

evaluator: , ' " 

n , , _,,,.. Not worth 

Date sent out: publishing 

Date due back: Same game 

Needs to be returned K 



Wouldn't load 



□ 
□ 
□ 

□ 
□ 



24 HOUR ORDER SERVICE Tel (0242) 82741 
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BOUGHT 

ANY 

INTERESTING 

CASSETTE 
BOXES LATELY 



Whether ills one 
I hat when they bi 
CLUB they are bi 



mTHEMICROt OMPUTIK 



LARGE SAVINGS 
ON TOP SOFTWARE 



10% cheaper lhan i 



:,nware Club 






I foslage .Hriti |i,ic king is free 
. and quality is guaranteed. 



FREE NEWSLETTER 



buy good programs - r 

ver packaging can make the worsl programs appear 

lot until yon have 'gambled' your morievili.il 
on discover how good they really are Some .ire only slightly 
iifferent to others you m,iy already own; many are not as good 
s you would beentiiled inexpert: and othere are just a complete 

round, and many more appear each month. Many thousands 
il home micro users now find out about 1 hem easily, safely and 
?gularly. In addition, they are able lo buy them a< really low 



FREE MEMBERSHIP 



suppliers -andimm ,i lew 1h,i(, i»Th.i|i. veil do rail y.'i know A 
program has lobe good, very good, before n is recommended lo 
members. It also has lo be reliable and, even before Ibe 
members' discounl. it has lo l*> good value for mi y Subiert 

games, household applications, family games, business, 



CLUB EXPANDS TO INCLUDE 

COMMODORE 64 AND ORIC 

USERS 



of IheM 



■e( luf.i 



■roughly lesl and 
Juate Ihe many programs issued by Ibe growing number of 
ducers - including UK, Hug-Byte, A & F, Campbell, C-Tech, 
igine, Lothlorien. D|K, Salamander, Undge, and the smaller 
npanies that you may find it dil'lk ult to keep Irack of. If a 
gram is good, and it has got to he very good, it is retom- 



NO OBLIGATION 



leOric. Software for 1 1 



-ITKI 



ie Commodore 



n i ompli'tely free ol . h.nge and vnu are under noot 
to buy anything from the Club unless vou really waol 
useaZXBl 116k), Spectrum (16k or 48k}, BBC (A r 
$on 32, Vic (expanded or urie>.p,]iKli'dl. ( uriiinoilori- 
, you should join THE CLUB. 



U@0ra m°)®£57 






Free membership application 



VIC20 DIGITAL 

w w JtST v CASSETTE DECK 

COMMODORE ^^ REAUST/C p R/CE 

: £29.89 ^ 

5 FREE GAMES 

• Fully Compatible 
Designed by our Engineers - 
NOT just an Interface unit 
A II Cables Included 

- id controlled by your 
SIMPLY PLUG INI 

SPECTRUM 

QUICKSHOT 
JOYSTICK 

into SPECTRUM 




m 




/ CONTENTS 



FROGGER (Tl 99/4a) 

3D ROAD RACER (Tl 99/4a) .. 

SPACE DODGE IVic-20) 

KRAZY KONG (Spectrum) 
WORM CHASE {Dragon) 
3D LABYRINTH {Spectrum) 
BOMBER ATTACK (Dragon) . 
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PLE-.fE i.lRSl 
' 7. ~R£fHD z . P3«E 



3000. LET | 



LET 



Z : BEEP 
T .' 
INK 



035 ,RHC VS-B! 



^ , if 1-KJfVJ M i 1 f ■ 'J ■ 

EFIiiicS criirnicj HflUE 

P. NOW LOtiT- Th£ C.F1HC . ■■ 

lE.fi. C'RTF, 153,90 , J6 .SO 



SEEN SET 

2E5,£ 



.15 

?■ , - 
*-- 

m' 1*7 152,255,1, a, a 

5,4,33,79,137.9,75, 
151,11.S.1:0,2I£. 151 



21B: 

5 - LEf~Tl=6: let f; 
l*r LET r+»17; LET 
■7: LET b3=15: LET 
10 GO TO 360 

12 BEEP . 0003, aei I 
. RETURN 

13 BEEF .OOM,3r 

14 BEEP .001 . 15 

15 IF ATTB O+l 
T PIT a+i,j>; INK 

16 IF flTTfl 



72,6i, ©£ , . 



J-c . t" , ill , ti , t' . 1 j. , _,,. _, ... ,_, , ,_._. , t i , j„, jit , 
214.25* .233,63, 133, 0.0,0,2! 24-0 ,2 
l=.S55.£52.57,i£5 l£-~ 59,^,0,3,7 
,255,313, £55 . Z'J5 . L _■ 5 _3 . l = S.i3E 

,, 30 . 12 , 124 .252 .240, SS4 . 193 



a. go sue 91- 



THEN GC 5UB j 4 




^£ 



b=b + l'INKEY* = 



4P PRINT I 







b>«l 


THEN 


PRINT 


RT 3 


».; 














4-5 














INK^e 


rF h fiTTR 


131-1 


b) -4-0 


RND RTTR 










































































































.1 THEN PRIi 


































70 


ir- 


INKEYS="0 






»g* 


IF 


INKEY*="1 


' THEN 


Gi3 3 


JB -7 






GO TO 20 






































































































































LET 


■ - 


.TNT 












b£> J i THEN L = i 
14-0 IF b.7>S THEN LET b7--l 
150 IF bSJl THEN LET b3=-l 
IBP LET hl=bl+t.S; LET b2=b2+bl 

~&^ fi^t'iibF, 'pflPER^e; INK 2, " 

RSH 1; "E'r LET bl=bl*b5; IF b. 
DP bl -. '.B THEN PRINT RT fl,b 

■ - LET bl=bl b5<S PRINT RT 
hi : FLASH l; ' E" 

HINT AT f S , b2-b&; ■ ": PR 



:: .^..RT t 



O.. b = tbB,:_PRPFF 



t»S := 



F"; NEXT X 

_PRnjr - fiT - ^ 



■ ■■■■HI 

LET^y=S Fl 



PRXM 



"le" b.-j t.,i bs*^. pr. int i 
:>2, FL.R5H 1; "E" 

-An PPihT RT f3,b3-t.., 
r RT F3,b34-b7, PAPER 3, INK 



JS R: NEXT 
TO 30 STEP 

LET X =2(3 : L 
ET s=15. LET •jmli: GO SU. 

X=1B: LET s=l*- GO SUB 
= E0: LET u»i*; GO SUB R: 
5: LET y=17r GO SUB R 

SSC LET -s =S: FOR 



5 LIB ] 



T 23i? PRINT 
LR5H l; "E" 



"SBS IP RTTR 
Dr'rttr" it-: 



PR IN 



= 32': 



OR RTTR 



1 l>=y TO 
^RETURN 
PRINT 

I =iTTR 

i LET~ai, 
~NT fi- 
IMK 
■JHL/S' ,'_ 

7i?"'iS print'rt ii,URL 
n ,URL "16"; " ";fl — - 
K e, "P", RT a .URL 
yci-rc prper g 
"" .?T ; 
ufit. " 



next y 

vaciE FOR 3* = f TO URL 

IF RTTR la+ 

aia+t: BEEP 

RINT RT ni » V' fil " " 3 
,URL '13"; I 
'RL "17*'i "B" 

S.URL 
T ATM, 

t' a -URL 
R g; IN.. 

step - r 



PRINT RT^ y . 

T o 1 S " 

TlsT y=y-i: 
16" STEP 



X* 



; RT S , MRL 



PRINT RT 




COMPUTERS ■.";■ ■ 



<MHHm 



■1'ii'llli'l'H'l 



^r 



TO URL "IBB" 



?P32 PRINT HT URL "IS 1 - .URL. "U 
"EflME OUER": INPUT INK e; "MIT 
NTERi TO PLBV fiGHIH. .. ■■;«#.' IF 
--Si THEN LET hi=£C: GO TO URL. 



INK i 



= .: THEN I 



_.. SCORER 
PLEH5E",HT URL ,, 12' , ,/J "ENTER V 
3UR NAME 13 LETTERS.'";. FOR X = t 

URL "S0": BEEP URL ",l",HNIlfU 

'■40". NE.XT .X. INPUT M*. LETT H 

MSfi^rr- — 

INT 

12, id.; " ST';RT 
D t Jj, nH.tiY , hi j.4-,13; "KONG. 1 ": 

print ni;" hou high can you 

713B BEEP .4, -5. PRU5E 3: BEEP , 
3,-3: BiTCP . T , -3: PAUSE r™ 

.3, -3: Pi 

S ; BEEP 
3 
714.0 PRUSE 350: GO TO * 



7S33 go to aia 

IT31& IF b:n THEN RETURN 
7 9 IS IF HTTP rat" ■ 
T RT 3+1, f, INK E»j ■ : Ltl P=P+l 

LET i^jLllSL" 
793C EE-IF -1 IS: LET 3=a-t LET 

NT ST* B b: INK t;"U-'' BEE- . -,5CV 

ir RTTR la+r , b) aw THEN PRINT R 

T 3-fr,b. INK, 5," ■ . LET p>p»t L 

733&. IF "fiTTR la , b + 1 J =£■ >-"lt hT^fi I 
J)f ,bttl =0 THEN PRINT RT 3+1 ,btt 

; INK t ; '■&■' 

794 LET b=b-l: PRIMT RT a,btt/ 




: VIDEO GAMES 



<wMm\ 





WORM CHASE 






COMPUTERS VIDEOGAMES 7. 



<vjim;iii'M l 

*r-— — « — 




Labyrinth. Even more pui- you are asked to select ft 
. than the Hampton size ol the maze. It is 
rt maze, more dilficult always organised so that 



but effective. Th 8 
9 always displayed 
.e back of the cell 



bottom right. | graphic display and be position. 



3D LABYRINTH 



i^'.'t.'-.oE G. SORTER 3: 
- CLS : PRINT H I 

/wnt.^', rt q, 10; "19B; 



-.sf usn 



POKE USR 



iSE. POKE USR 
IS DIM id til, 

1*111 : LE T L3 

: LET C*= 

30 INPUT 



42S LET i<i =i M3 

430 LET b=»!i,V): tO SOB 2000 
IF yl=-x2 THEN LET 3=1 

440 IF <ti» RND wvi THEN LET b=B 
(i ,V.l . GO SUB 2000: IF yi=B2 THE 

490 GO Sl'B 2100 . IF' 3 =0 THEN GO 

I SUB 27CIB GO 70 ^-30 
V>0 RND V<*> THEN LET b=»IW.V> 
GO SUB 2000: IF :<l--\2 THEM LET 

4S& .IT.y^BHCj!. THEN LET b 



2000. It 



^ INT i 

" £0 



IF 



12-16 J ' 



:<2 = -l) THEN GO Ti 

500 GO SOB 3300 . 

515 GO SUB 2500 

UB~200B: 



-1 fiHC- y=2 RND 
515 
GO TO 500 



i2 OR ■ 



In- THEN G I 



40 INPUT '■Width (2-111 ■>- 

|=INT t. IF | ;2 CP t>U f 

50 CLS . PRINT FIT 8,1; "P 

-IfJIT I.IHILE I CREATE THE'-;T 
"LfiBY3INTH" 

110 RANDOMIZE : LET f=INT 
LET y = INT (Li .--2! : LET' Sr ! ■■■ 

120 LET b=0: IF X<t THEN 
+l.y}=0 THEN LET b=b+l: LE 

140 IF K»l THEN ir K.x-X. 

-iEN ..fT t> = b + l: LET aft* -S 

150 IF y-ru THEN IF »(x.y + 

^iEN LET b=b + l : LFT a Itl _^ 

160 IF ] 



5B0 i 
610 _ 
TO 700 
620 LET 



GO SUB 2300: 

620 LET a.= 0: IF w >0 PND w < I RND 

3:0 HMD 2 -iffi THEN LET b=llK,2l 
GO SUB 2000: IF Xl=x2 THEN LET 

6*0 IF z >0 AND 2<»> THEN LET . 
f i ,2) : GO sttti .=n^ci — - 
I LET 1 



GO SUB 2000: 

GO TO t>60 



GO " 



LET 

LET_yl=-yl 



HEN LET 

1B0 IF 

190 LET 
LET Xl>- 

200 IF XI=0 RND 

040 

210 LET x=x+.xl. LET 
TO 1£0 

Ler t>=a iint [rn 

SUB 2000 
a60 LET XiXMl: LET 
» i< ,'JJ -b GO TO 12i< 
340 LET I st+1: LET 

= t. LET U=L>: LET x2 = 
BORDER I : PFIPER 4 : 



THEN GO TO 



705 LET 



720 IF : 

NEXT i 
730 IF 



AND in < 
RND 



?SC 



LET 



| ET z=.x*y2 



=y+y2*3: LET ' 
TO -q STEP ■ 






B 4000 

350 PRINT PT 1,11; "GOOD 
*T IS, 10; "PRESS HNY KEY": 

370 CLS . INK 1: FOR i =0 



760 FOR i = 
' i -yj HJ2 

i LET w= 
.ET b=_ 

y2 OR ly2 = l AND x =1 rnd~ 
_N LET a=l 
B10IF v.>0 RND V ; I THEN LET b 



600 i 
IF xl ._ 

THEN LET 
■~ -F v>0 



' SUE 2000: 



2000. xr 

I!- 



405 LET 
ET z=y-;,2 
410 FOR 



SUB 2700: BO TO'S3B 



•xao: LET 



350 LET 



IF v>0 RND V < 



^sr 



CO SUB 2©0©. IF yl 



GO TO 930 



.. „l=-y£ OR 

iND i = 1> TMLii LCT 

F z >0 RNP z < ■ "" 
GO SUB 2000 



THEN LET 



i 2005 IF 

_. . LET yl = l~ 

2030 IP b=4 THEN LET y 1 = -1 

£040 RETURN 

£100 FOR J=c TO d 

2110 PRINT i 

. RND j-=i>-1 



960 C-O ^Lie =203 
970 IF a =0 THEN i 
TO ICfrC 

??S feiS Stt'tSm 

GO SUB 2000: if y 
1B00 IF X>0 RND Z 
I2.il- GO SUB 200 
EN LET 
1020 GO SOS S*5g 



THEN PR1N 
RETURN 



sue 2se0: go 



LET 

LEI 



12120 NEXT 
2200 FOR j ^i- ■ >-■ " 
.2210 PRINT RT 21-J, 30-J. \ . IF 
3=0 RND j-9>-l THEN PRINT AT j ^9 

,30-j; "V 

2220 NEXT J : RETURN 
2300 LET n=d-c: FOR K=e 
INT RT K,c;b*< TO n) i "M" 



NEXT 



yl=-y2 TH 



= 3C-d . 



RT 



1010 IF 3=1 THEN GO TO 1MB 

bUE- = -J^< C-u ■ .i i! .>e 
104.0 GO SUB 2600 
1060 GO Sue 3000 

1070 LEI 3=0. IF »->-.* >W a, 
-J LET b =IB ( S , UO ; C--C' SUE- i'000 
^l-=y2 ^HEN LEl 3=1 . 
1030 LET _ b=n> IX ,i I : L-C_--JE „ 



PRINT R 



1 2520 RETURN 



THEN CO 



««- ij 



PRINT RT 



102 IF k£=-1 THEN PRINT RT 0,13 

103 IF y2=-l THEN PRINT RT 5 , 26 
HEN PRINT R I 



THEN LET J = 

; "II" ; fa 











T! 




















































































































































































■ 


uu 


TO 







THEN GO 
THEN 



3100 LET 3=0. LE 
d=16-2T Cs-lJ -1 
3110 LET f=20-d. 
>-l THEN LET e=d 
3120 RETURN 
4000 CL6 LET r 

T P=15-INT (lj/21 
4005 FOR K=H-r T 



K=l+p TO''u*E ; PRINT RT 



1 ; = 



IF 



LET 



^200 IF i =0 THEN LET 
1300 RESTORE : FOR i = 
[> *2,y2: NEXT . 
■ "10 i-O TO 370 
1320 LET .- " 
1330 IF X 



4-020 LET b=i 

4025 LET y= 

4027 PRINT I 

4030 IF «1» 



> : GO sue ; 
LET h=j+P 
h;"CT 



RND ■ 



LET 



1340 



3-0 

2=0 THEN C-O ' 



4040 IF Xl=-1 THEN PRINT RT 

" "jrt a + 1, n, - " 

4050 IF yl=l THEN PRINT RT 
- i fiT 9,h-li " 1" 
i 4060 IF yl=-l THEN PRINT RT 



1360 IF i 

1378 LET p = - .- ,j 4 . 

IF ul = yt' THEN LET 

1390 GO TO 1420 
1400 LET b = » IX , y > ■ 
IF X1=X2 THEN LET 
1410 LET b»l <£-«>' 



SOB 2000: 
GO SUB 200 



THEN LET 



GO SUE 2000: 
7 GO SUB 200 

THEN LET a=l 

HEN GO TO 370 



1420 IF a 

H%% PRINT"flf"7;+"rD&"cON 7 T HOU 



4090 IF X2 = l THEN LET 1 

4100 IF x2 = -i THEN LET 

4110 IF y2=l THEN LET 

4120 IF y2 = -l TT — ■ 

4130 PRINT FLRSi, j. 

' PRINT P,f r,ltp, f " 
4140 RETURN 
5000 DRTfl 1.0,0,-1, - 
6000 BORDER 3 . PAPER 5 
INT RT 7.3; '.'VOU "" 



E5CRPED FRO 

li, 'Lhe-vkI'itii" . For ' 

NEXT i : RUN 




<mm 



Remember City Bomb - 
. game that featured ir 

puter and Video Games? 
Well it's back - bigger an 
« and ioi the Drag or. 
32. 

dily losing height 



bombing the buildings 
flat! If you manage to land 
salely the city is rebuilt 
with taller buildings 







BOMBER ATTACK 



:M0 PL"r"T*r;2L4.? - «| . - . ,.- : .._...; 



'■ >3THENGQTC»«9 



.WVW'iL 



cm- 



'^^i^*^- 




GROW 



1REM MfiRKUS JRKOBSSDN 
2REM 3LST0RP 5^57 
3REM S-24021 LM'DEK\P1NGE 
4REM SWEDEU 

5P.S12" GRQU LEFT - 

SHIFT RIGHT - REPT"'" 

71N. "LEVEL 1-5"U>IFU>50RU<1; 
P.«l)U.*PE22iG.7 
9U-5-U 

10DII1RR4,P-1 1 L=*B002;P.S21 ! C 
20RR0 LDRL;LDY*81 
30>RR1 LDX(t80 
40RR2 DEXjBNERRZ 
50EORS4 i STRL i tJEV ; BNEPR1 , RTS , D; P. S6 
600=0 

70P.*12.F.I=0TO31iI-?«81E0=#FFiN.i 
R«15;B'lS;C=0 l G-0 

83F-fi.fi!. Jt32;C»H.R.".280iG=-GiN=n.R.v.yfi+G+;S 
90?»E1=0;P." 0"G 

200GCS.a,C-C-liGQS.d 
£62Ir-.J=5iG.210 
204F.I=lTOUiWfilTiN. 
210F.I = lTOU;GOS.j.,M. 
290G.200 

300at>7»8000*32 1 D'#380 1=32 
3S5;F?#eeeii!,#?e=0iGOS.b 
:;:CUF''#B002S.tt40=0iGO3.c 
315[>*R+(B*32>.i[>?#8000=76.;[> 7 *3001«76 
320R. 



330bD=fl-l+<B*32 ).. Ic[)-#3000=.::£fl.fi>0;fl«fl-l.iR. 

340IFC<0FI.B>4; 6=8-1 ;C=10;J=10jK-2O,h-3;G.e 

343R. 

35Bd>=fl+2+<B*32>.IF&?#3e0e=32Fl.fK3B;R=H+l 'ft. 

360G.340 

370eF.I-J TQ K B.BifWU-J JU.RS»iN.lG08.*>R. 

■'■'!Hri[--tt:;;f,^tl=3?.l(- "3000-32 

3FJlG?*9000-32 
392IFF?#8820=253iF?#8009»Z55iGOS.fiG.k 

383IFF?#3020=76iF=R,R.X32jGOS.9 
3341FC?#8020^:5!:..G- *6ose=235j GOS.f.G.l 
:i!^LFG.*3020=7e i r J =R.R. , ';32,GOS.9 
386;FH?#B020«235,N''*B090=255;GOS.f.G.E n 
337IRJ?#8020=76 J tJ=A.P.:<32 ; GOS.9 
■:33F*F+-32,G=G+32iH=N+38 
400F?*3000*79;r;?*90g0«79,N''tt?:%i? = > 
410GOS.a 

(490R. 
500fJ=liK=3jM«l;G.e 
5)090=0+1 iJ=3iK=-39.M=-13i P. "30, 0,G.e 
■520hJ=.50>K— 50,11=-l;GQS.ei IFO>Q;Q-0;P.Q 
'523J«-10jK-i0jt1=l 
'530LI.#FFE3jGOS.«lC.70 
5401 IFF<?7)G.h 
530F=fi.R.*32,G.3S3 
560UFG<97;G.h 
570G=R.R.*32;G.385 
580mIFN<97iG.h 
590H=fi.R.^.32iG.387 




<3ZZE 



Noqnmensupplem.nl 

d bo complete without U . 

that little denizen of the down 20 "Gulps" the gh. 
>s. So here he is - which is chasing you wi 

med and revamped io. turn white with ieai one 

the Sharp MZ80kl 

Muncher around hi 

the Munchers favor 
snack called "Gulps 
These "Gulps" are 




nd eat th 


e ghost whil 






Avoidin 

ifficultta 


g the ghost, 
sk and there 


uilt into 


his progran 


halkup 
vhichore 


high score 
best left for 



Munchei aroun 
W. A. D and X ki 
many MZflOk ga 



ZOB-grey walls. 



191-"Gulps". PEEK 

change the value of the ASC code of key passe 

triable P9 in line 4Z0 GET routine. 5324B- sc 

hich speciiies the address (TOP LEFT), 

jmber oi "Gulps" that The author says tha 

ust be munched before conversion ts a Pet is . 



MUNCHERS 



ijjOftSC (A3*) :D=ftSC<A4*> 



D COMPUTER a VIDEO G 






M 


W 








^£^ 














. oaii =20 ■ 

: l I0:V=191 :P=0:F 


9"20l G»2Q6s n=ll + (0*1.5) 












. .1 






«-# W 








ii' X-XX1B0TQ&21 


1 : J 1 =-J 1 : k 1 = - K 1 : L 1 «=-L 1 : M=--h 


■ B-, 


MM 








' 1G<H) Ml )=E)THEN 

• LI O... i H ) ■- I :l > =E)THf 


6G=J1 1 SOT0750 
MOB- 11 








■■ 








*41-GG!G0TQ745 




















«.» 


w 








• ■ U ['.) : 1--UV- S.14, I a J. 

■'■1 -1. ■ 5fU69> iNEX 

■HI:.' "iNtUOl 
lil" IUG LillMU. . . (MA 
i. :GQT02040 


SR<Aa) j NEXTJ .J 
"J 

LSI "H3QTQ2030 




(■>M 








;N« ■• ■' 111 :N*[S1)=M 






MM 






■ 


.1 ■,. Fw " 






M 






■ 


:•:: 


■■.; . . ■■!■ ■■ : S(N) (TAB<20) JN*(N 

: 

i . " IIJ*Um1'I>.N. 1 > :-:l'0R 
MB2* >f RINTMID»(B2»,N, I) i iFOR 


I rO20iNI XT! t|HS ■ 1 li: h RIN1 
= 1 T020:NEXT3 : Nfc .' in-. !■ li. 

= 1 T020 : NEXT I : NE X TN 












■mid*(b:s*.n, i> : :for 












.2071 FORI .1T02SOB 


MM 








li i I-;- '' ' llfzlX'- 


: .:^\i^w:;: ,: :Tr : ,: : 


,"n 


<** 


M 








■ ■031 ( ) & eat the 

i.'hi? 'i...hn=:t t i..ji'n:::." 
ill It ... .uE-.t. chsst: it." 


«.. 
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82 COMPUTER a VIDEO 



<IZZE 



Miia 




charged with M 



This is done by picking 



Fred must not touch 

f anything on his way up to Next . 

•itaxnin pills or he will the seq L 

.s ton 1] y hied by 10 colled R 

in volts. He must also Reveng, 

ire o£ the Spaix which has Hpet 

ier around the chip. and am 

rice display awaits energy ( 



d Fred with an 



SHORT CIRCUIT 




COMPUTERS V1DEOG 



<sm 



<\ 



: Mi.iv -\ ltl u ■■'■ ■ 



500 GOSUt' 10 



1001 POKE ' 



PEEK' I 7H28)= 



=89 THEN POKE 




H COMPUTERS VIDEO GAMES 







'=*' THEN M(C)=M 
' ■ ■" ' i if N r I . .. 1 

'" ihi-.n ,i. > j 



:■'■'-" ■>■ ■,..:. 



ii{3j.','§HSSI_El«cyj r» 
: iwp- ^?IM G ™e 7(i 



' l-HEN GOTO 


'. 5 i/-i<- 


i 1 ,■;/'".' 


1 ■"[ : . 
■'■'IQtl 


1 i o 


^ .!.'■'! , '^;: TEMPO . 


DNS(V^h 






SET B« 


t*,c< 


': MUSIC 


A" 




F flj-"w° IMEN 9OO0 
□TO 3- '. IHf '■' ' 











„[, ''j ■' ■ f^ri? £|' ro start. 



;;;,v. ,-, f:r ,,: 

9700 GOTO*' 




COMPUTERS VIDEO G. 



BYJ.McFARLANE 



Arcade action fa. Beeb I realistic 

space captains with an eye Line the attacking ship I and you have mst three graphic; 

far the aliens. This is a vet- up in the sights of your f ships to complete the task. There 

classic Defender. Flying If you score a hit the alien levels to master - but do extra shi 

over the mountainous craft will explode into a not move above the first as well a 

1'Zm.Tm alien* ^^ Those'al'ien ships will keep the controls. The piogram The ai 

invadei swooping in for on coming until you have I uses the ENVELOPE and is 1.500 o 

DEFENDER 



l26,0<IFHfc«t 



-■> V ■ .VM'/J 



■ ■ ' '■ '■ ■:<-■■■■- 1 PR lN , ]TAP.(a,3)* , Mystery' 

■ 01 ■■ ■ . 1FRO ' 

1 SO IFK-2PRIN . ■/ : ■■■ \ .,.-.. : 



210 IFASft>90 AS'^'Xi ELSEIFA5%<KSK A3^=MS% 




220 IFBS5i>I0 BS%=]0 ELS EI FBS'l. <-20 BS%— 20 




230 BVB**BSXlA%=A5fr+A5% 




240 IFA%>=!250 Wli EX-0 THEN I 00 t! SMF>'.'<=" n- H''..> = 




rL :■:;.■:.■■.■, j .:" ■; m;:\>. - ■ , ;■,■ .. . 




250 GCOL4,3tMOVEflX,r»LiPRlrJTA«!lF2S'»" "ANBEX-O ANDAJ 


IEN=0 GOTO3 


2f D ii-;,-: (C%+32 AKDA%»C) KNDB*,- I6*D5 WDBk-3< >"r -3 ! 


H , 


ENDi HO " 




2B(J Cfc=l 200 :!j'i>=HND[ 5(10 l-HOOiRETURN 




■'■■= : 2 iD%=RND(500) + 100iRETURK 




300 G0SUB320.MOV1 ,B ^KRSfZS 




310 OOSUB320iNOVEC5t,D%iPRINTCHfij(Z3 ■ /■■■;■■ 




. lOiD9b«X-t-33 iRETURN 




3 30 rWVEA%*64,B&-16lGC0L4,3iDRAW128»,B%-16iSOUNrj] , - 


5,2 ,li& 


DND2.-1 3,205. 1 tGCOl « , i DRAWAK+fc l.K-.-i- :■■■-■ = ■ . 




32 ANDA%C=C% THL-N3-i0i:i..SE!-MDPROC 




340 SOUNI>Q,2,5,5( ■! :ipRO 'EXP(CX,Dib,-l*(R=11 )-2*( 
3 50 DEFPROfiAL 


-2 OR H=3 




360 ON H COTC400, J70,l(,< ,,.;.;.. 




370 GCOL4,0iMOVEC%,I» BI PRINTBKiC%-C%-CR% 1 IFat;B% D%- 


*«■" ELS! 
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fe-CK% 



^r 



K THENPROCA 



3 90 ENDPHOC 

EW.+ 10C1 AND Dft,>Hfc-l(lf, ■.:,,-..■..' "■ ■*-■■" ■ WWW 00 an,, Dt< 

I ■ N ■: ;.-. ■ ■ 

■■'-■■ ■•," l --.!r:-.lA'DPHoc 
^- V/- [><■■■■'■■ J570I WEENDPROC I ->'» + ] JO) . ij.,.. ;i .,_ ., <; , 

;.-■;/ ■ ■-. .3. .- . , . ... ,. .. 



N 
'■■ KI-FCRLl'TERR 

' > DOC ANDBONSHWQ I. :■.;■- 

3 ips;°>tooq bonsh*- i 



■ i LflOSTEl ■■ ■ 

JD< 1U)*32-2!AI.IEN = (J 

■15 IFA!r>|M ■ 

■"■" ENDPROC 

I !■'-. (=11 B%* II El ' i 

" '■' .-,■,■ 

■.■'..'.■■ 
■■■■■■■ 



1(0, 



* 3 2- 2 ! [iK,V.'.y , 

:■■.<■ i. AV . 



■in ■=■';:.-. ; ■,-... .. 

nvEO.OincoLf;, ;'■■■, ,->;■ ; . 

' ■■■- ■■■ '■■.;■ .. 



.'■.' ,1 



i r ■ 



■ ' . : "■, - : . 



'■■■'■ EX^JiFORNXwiTOStMOVEC* n; 

■■■■ ■ ■ ■ .■;■:■: ■ .' 
■ ■ ■voUiKEXTtJU.IEKs i iEX=I 

''■ ' DEFPHOCAFIRE 

" MOVECS ,!'.- r :■■ ■ .-, 

^.:^fJ,] i UTOL4,Cl>UW,W-,.,;,v,.- !■,": I|: f ,_|. . 
ELS EENDPROC 
720 GOTO570 

i] Fl ROCSC 
"'''" :l ■"■= 1 ■:■-:■:'■. + ! .-■■■; ; , , ,.■,„ . 

S*=S*M0*B0W I.,- ,.-. ,;.. mN ^ 

7C0 DEFPROCHISC EWWKC 



tHEPEATUNTJLGET?="S"i i i . 



iPHINTCHRifSWiIFW 

' ■ ■'■ :■/..;■ 



Bft. AND li",- ■ > ■'- 12 



770 ' 



J PP1MT' 'TA1 
J PRINTTABC 
.AA#:1FLEN(, 



iK=STHJf(I.I-;W).INPUT"] 





'■.,,(i ■; !«j,= u:ki-:i'i-:,vnjN-: ii,timl= mo: A?;=--JdiHiL-*5(>ij-i'i>JN'nvn(< +; i 
I i" "iVDU5iGCTO10B 
67& DEFPRO :'.■: ' 

IB U 5), -BBC Defend".PKIMT-Y OU have three shij 



i you i 






■■':■ n.ir. :/-":: 










CLSiF'HIN 


■■'A#;" Your 


hip. 










:i. 








iCHRjm* 


Si' 


:. ... 


AT^^i 


hip 


' .. 






:R£PEATUNTILG 






ENDPROC 










Mi:ii.A':\-i:i.AHVAI (- 








mt'ag'.a, 


.E," ",0, 


,E, 





5fZ37;CHKJ>r238i 



J 



EEEH2EHE3 




GOLF 



usual 


golipi 


giams in t 


youd 


n't ha 


e to bottle 










befoi 






a* ball 




You 


11 fine 








your finals! 


















11 in i« 


otion to th 






n. You havi 




the nil 






in. If 


























n is drawn 


The 


nraJw 













































S7 


PR tnt >=n" 0.-0.. 




nina total of your scots are ^TTT J 1 1'"' ' 510 Gi 

rpCno/,h B ™, *,',{*»•* ^ o ' ISS 3 

Simple but nearlyae 'nUo'll. 62B P 

irulatinaasthe.eal g|! ? &$$£ ^ < * " ' 



□TO 20 
PRINT "END 



OF GIWE" 
B..5, -YOUR TOTfi 
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.J.T.WIJI.Iil.V M.'l 




BY PARESH SOLANKI 




START on the right hand "XX TO?" (XX being the 

of the Atari key board . g o- or d ina tes of the piece 

You will then see the board you want moving!. Enter 

, drown and the the position (co-ordinate! 

s being placed on it. of the place where you 

You are the darker pieces want to move the piece. 

t the bottom al the board. You will then see the 

he computer will be the piece being moved. After 



vacant square. The con 
puter can do the same. 
Multipleiumpsaienot 
allowed. 

If you manage to real 
the other end of the bot 
the piece will be made, 
king. You can recognis 



ing. Fa. example. 



DRAUGHTS 



>*PARESH SOLANKI. 
>«DRAUBHTS"« 
)2, 01 POKE B3, 39 



_=6+PEEK (741 1+25 t \ 
:- "DRAUGHT5":PO 
solanki , ':SETCDL 



,":POk£ L*4,7:PDKE L+5,6 
[F PEEKI53279) ;?£, THEN 6 
=OKE 752, & j 

GRAPHICS 7:SETCOL0R 1 , 1 , 4 : SETCOLOR 2. 
3:SETC0L0R 0. 4 . 0: SETCOLOR 4 , 1 2, fi: COLOR j 



>.S-9:TJRAWTD f 



> FOR C=66 1 



A.C:I 



16.75: 



12 PLOT 


31.79:DRAWTO 


Jl, 75: DRAWTO 34 


DRAWTO 


54,77;PLDT 31, 


77: DRAWTO 35.77 




9: DRAWTO 31,7 




13 PLOT 




4M,79:DRAWT0 4» 


DRAWTO 


15,75 






49, 79:DRAWT0 


49.75:DRAWT0 51 


DRAWTO 


j4. 76:DRAWT0 3 
7,79 
63,79: DRAWTO 


4.7B:DRAWTD 51, 
58, 79: DRAWTO 58 


DRAWTO 




77:DRAWTD 62,77 


Id PLOT 


67. 79: DRAWTO 


67./5:DRAWTO 72 




32. 75: DRAWTO 


76, '5: DRAWTO 76 


DRAW TO 


32,79:DRAWTO 82,77:DRAWTO 7S, 


13 PLOT 


05, ,/S: DRAWTO 


85.79:H-OT 913.7 




79sPL0T B5,7 


: DRAWTO 9»,77 




12,3:DRAWT0 


4.3:DRAWTO 14,7 




DRAWTO 16.7 




21 PLOT 


12, 12:DRAWT0 


16,l2:DRAWTO 16 


DfvAWTO 


12, 14:DRAWTO 


2. 16:DRAWT0 16, 




12.21:DRAWTO 


16.21:DRAWT0 It 


DRAWTO 


12,25:PL0T 12 


23:DRAWTQ 16.27 




12,391 DRAWTO 


12, 32: DRAWTO It 


PLOT It 


.30-.DRAWTO 16 




24 PLOT 


16, 39: DRAWTO 


12.39:DRAWT0 12 


DRAWTO 


16, 41: DRAWTO 


6,43:DRAWT0 12 


25 PLO 


16,4S:DRAWTO 


12.40:DRAWT0 1 


DRAWTO 


16,52;DRAWT0 


6.5£:DRAWTO 12 



B» PLOT F 
B5 PLOT A,C-1B:DRAWT0 A+4.C-18 
90 COLOR 3:FL0T A,C-54:DRAWT0 A+4.C 
LOT A+9.C-45: DRAWTO fl* 1 3, C-45: PLOT I 
-63:DRAWT0 A+ 1 3. C-63: NEXT AsNEXT C 

100 COM CH«(3l») :i:H*^"A257A444A63IAI 
6'.P35i;-B537P7i'4L256C443C630CB17D16ZD: 

1,',0?.ie255E44_'L629EB16FlhlF34aF535" 

101 CHSILENlCH«>«il="F722G254B44iG6: 
5H160H347H534H721" 

135 COM A*(10>.B*(10> ,M(2> ,BU0>,Ci: 



106 FOR A=l TO BiREAD B: B ( A) =B: NE XT * 
TA 22, 31, 46,49,58, 67. 76. B5 

107 FOR A=l TO 8:READ B: C < A ! =B: NEXT ( 
TA 7,16,25,34,43,52,61,70 

108 M1*="1B2:' 701 7407" 165S 70 157670243: 
3496122676121056131225231.405229595221 
2373143364943356743348543" 

109 M1*(LEN(M1*H1> ="4422344 •.40344251 

1176345031254949254867254 7852S572:j.6S< 
655581654761663316 



? COM i 

i <b* AND A>46 AND 

I 53 AND AOSB AND 

120' IF A<45 AND f 

AND A-..-40 THEN ) 



-■ 1 5 



• >52 ( 



6.5':DRAWT0 12. [ 



(♦ACCEPT PLAYER'S M0VE"# 
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^r 



TO";: INPUT P*i J 



■■ nr< i I linn) 



"NO PIECE AT H ;A*:GOTO ' 2=VAL (Ml* (Al 

(IPI02 THEN GOSUB 600O:P 3458 COLOR I 
i BACKWARDS' NO KING AT " 3451 FOR Al = 



K=64 THEN 3«09 
:n 3500 

H2«C:GOTO 3420 



192 STEP t 

+5) ):GQTO 3450 

:B=H2:GOSUB 200( 



A=H1;B=H2!F 



THEN GOSUB ( 



) >-e THEN GOSUB 
: TO TAKE";GOTO 150 
>=0:TE=(P*llZ-P>/2> 
iT=l TO 192 STEP h: IF TE=VAL(MJ< 



74 GOTO 179 

75 S1=VAL(M1*(TEST+2,1 
i(TEST+4,TEST*5) > : CDl_OF 



1 3481 NEXT 

1 3490 COLOF 

: 3491 GOTO 

I ( 3500 FOR ' 



:TES 3510 FDR M=l TO 2: IF 
N(M):GOT0 3650 
3S20 IF X(X)=-2 AND ) 



y-9 THEN 

I THEN C 



X2=X2-fa4:Xl'=B!X2) 



:GO!ll Kli 



:LKI1!) -O'.'O 



) IF Z>59 AND i 
[ GOSUB 7O0« 
» GOTO 300O 
*0 FOR UN=B-4 1 



2050 


RETURN 






FOR 


!W 












3001 


NEXT C 




10000 






300B 


l>« 




s 


:mi'i 


IF 






3010 


FOR 








RND 






-oa ■ 


IF 






'...'41' 


IF 


1N 


M 



VI I N BUSTER ' ' 



WTO At4,B-4iPL0T ( 



• AWTO F*4,M-4;P1UT f *4,ri:DRAWT0 F.N-4 
j 7060 RETURN 

■ 7500 !F ASC(A*)>72 OR ASCIB«> >72 OR VAL 

' A*(2,2>J>S OR VAL<B*<2,2>> >B THEN PRIN1 

"COORDINATES DO NOT EX I ST ■ ' ■■ : GOTO 150 



I ■!■ [ I !'■ :.'■.'■ 
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weak, lot example, me ana tar Keys ma.xea ™», 

IMIVEKS INVADERS 



■ REM K.BDULDir 

6/6/92 

GD5UB 3O0O 



' GRAPHICS e 

SETCCLDR 2,10,' 
: COLOR IB: PLOT I 



5 COLOR 23:PL0T 2, 20: DRAWTU 
, COLOR 24:PL0T 2,19:DRflWTO : 
J POKE 752, 1: POKE 755,4 



"ION O.0:FOR 1 = 1 " 



I COLOR B:PL0T 3B,( 



610 COLOR 32:PLDT [ 
615 IF BOJZ THEN F 
w: SOUND 0, J+G,10,8: 

617 SOUND 0,0,0,0 

620 IF 13=119 THEN E 



. 2HDRAWT0 [ 



IF BO 32 THEN t 



2,ft+I:P0S 635 I 



j s=a+i 



' OR G^42> AND S>« 
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6 

teoo REM INVASION 


& 






1010 GRAPHICS 








1*13 SETCOLOR 2,0,0 








102O L=6+PEEK(741>*256*PEEKI742> 






<£h€& V^tl*- 


1O30 POKE L*2,7:P0KE L+5,6:PQKE 752,1 






^™t- ^mv 


I040 POkE 764,255 






»^j«Sr lb®?*' 


1050 POSITION 0,2 










"^ 












6^^fc&b (- _ 


R«- POBiriON *,«,<? "YOUR SCORE IS -,8*3 






,%NBSS^!-iii& 


l»9e POSmON o.b- -do vou want another 








1138 IF 15 7B THEN ? "INPUT IV OR N ) " : GO 








-w' Ivfn "r rri "pTTOCf- 






''tomBsk 


:<•!(• N^INTIRND!0>»13!*.;:N1=N:M=3:M1=M 






^%eBS^t&& 










2030 COLOR PlPl.OT NI.M1 








2035 IF 11=19 THEN 22*0 








2940 LOCATE N,M,F:SOUND l.n#10. 10. B 
























2070 N=N+INT<RND<0)-3)-l 






*9£&S5^^B^^3t&^^5* 


3080 IF N 2 THEN N=2 






2SyfiHgi^™*5^BSrS^ 


»2 SK^*'*-* 






^Bkv *~Vw^^* 






^^^*' r ^r 


















2222 PLOT N-(V-19> , V: DRAWTO N+!V-19),V 








2225 FDR X=l TO 5:S0UND 1 , X*9, 10, BsNEXT 














-.-• :- "WHEN THE GAME STARTS, THERE 


2230 NEXT V 


IS 




ARROW" 


2235 SOUND 1,0,0,0 


3170 




"AT THE TOP OF THE SCREEN. WHEN IT 


2240 FOR V=19 TO 22 
























2265 FDR X=l TD I0:NEXT X 






"THE ARROW MOVES CLOSER TO THE " 




EVERY 










"TIME A w- HIT'S THE SIDE OF THE 












321" 




"AND CHANGES DIRECTION" 




3220 




:? "THE " REPRESENTS THE EARTH" 




3230 




"THE •>* REPRESENTS THE INVASION 


3020 POSITION !2,3:" "NIWEK'S INVADERS" 


■ L.'lil.l ■ 












3040 POSITION 0.7:" 1 "DO YOU WANT TO SEE 








THE RULES (Y OR N>?" 






APHICS 


3050 OPEN #2.6,0, "K: " 


1-270 




"THERE ARE SOME LARGE " NEAR THE 


3060 BET #2, A 


TOP 






3070 IF A=7B THEN RETURN 








3OS0 IF AOS9 THEN 7 "INPUT IY OR N)":Ga 




IPS" 


TO 3060 






"THEY ALWAYS KEEP OUT OF YOUR RAN 




GE" 






3J00 - '■ THIS GAME IS LIKE SPACE INVADER 


^300 




"AND IT IS THESE 5HIPS WHICH INVA 


S BUT THERE ARE SOME "; 








3110 - "DIFFERANCES.YOU HAVE TO SHOOT A 


3320 




:? "THE ■«■ ARE WORTH 10 POINTS" 


Ll_ THE -w* SHAPED INVADERS"; 








3120 ? " BEFOREYOU GET DESTROYED" 






:7 "BEFORE YOU CAN SHOOT THE INVA 




'■>' "■■'■ 







t> 
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^-^ C o».ou*j ML iAN LOGAN 




L. MELBOURNE HOUSE PUBLISHERS 



IffiP-J 



How are your 




£550 

^^F# EACH 

Wh.„y DU buy Imagine Softwon , 
leSohwore product EVER foi 



AM orcCid«p<rt$«d by flrtt class past wrthin 
34 houri ol receipt. Subject to itock availability. 

■ ' - ithi. Boots, John Menries, Di.ons ond all good 

ipcnauiriM contact* P 1 Finnegan on 051 -236 0645 



Imagine Software, Masons Buildings, Exde 



ensescoping 



Add ion 

s^/Co. fcf»VlC-2( 
! «d u 




lively lifts 

Bt {for ony Commodora VJQ 



Flforany Commodo»» 




.the name 
ci the game 



gs, Exch^jveet East, Liverpool, Merseyside L2 3PN. 



With 







CrimeRg 

(for ony Commod 






\B 

■ D*h 
" DM" 
1 |Fo.ar. 

■ Pleose 
| Cord 


>e Street East 

dfeQScttzol 
iddumt 

ZX Soectrum 


aging Software. Masons Buildings. ■ 
Liverpool, Merseyside LI 3PN 

ds |DA":od.a D Wack, Wallers | 

□ Coleha Snalcha 

QFranlie 
| (lo.ar,yCommodoreVIC-20) | 
s/Bardaytjard (delete as necesMfv) | 


.11111! 










1 t 






j^, H 


































CVGTj 



■ SUPERfftSTCREDITCARDSALESUNe, ■ 

10512366849(24hrs) 



RUN* ON A BBC MOW. A IN 18K 



2! W^1II«.T«' M 
' IP >^E<- .,-,-,,0,(8 

50 DIM TXC5> 
1 60 PKOC1 
re PROCS 

ea repeat 

90 REPEAT 
,00 PPOCM 
,10 PROCU 

20 PROCV 

[gg PPOCM 

jie PROCH 



-— ,- ™-i THE* '■■ 

i ... - r .... ■.-• 

;=^ ewoPROC 

™i. r, E FPP.OCW 
|" UHT1U Tir-E> f" 






„Fv- 






:x=i2 



| 103** 

us ssSs, 






'.r 



5 RRIrj 

■n r>p r ' N ' Tl - 






1380 SSff-'AS* 1 *" 
1398 «*-CET CHR * t3 8"P 



'CHR9 i2 g„ ( 



'Ent. 



the diff ic , 






T HEN 1 390 



Ip IVe no t - . 



, 1480 Q- ;=G p T CMR *13I"fiat, 

I .;= -■'^::ti °* °*>4 THE* 14Q0 
Kg EH&PRQc 



JfJEgP SOFTWARE FROM AMERICA £2.65. 

GAMES m si * pac 




NOW FOR THE FIRST TIME IN UK. 



Galactic Software 



SteM?* '""**■ ■*■* 


INTRODUCTORY 


8 » A 75 l£Ua " V b,ea,h - tak "' a 


OFFER 


™SII2 


Any 2 games £7.90 

Any 4 games £12.95 

Any 6 games £15.90 

— that's only 

£2.65 each! 




MONEY BACK 


SfflSlK 


GUARANTEE 






[ »„,,„,_» 


»—»-—-« 


1 ».!., i i 


i i i i i m i i i i i . 




3IO.E t 




| 


FT1 0460 40744 I24hrsl E J 



RAM PACKS FOR YOUR VIC 20 


HARDWARE 

32K switchable to 3K, 1 6K, 24K - hi-res 

16K switchable to 3K £44.95 


8K-::::: 


£29.95 3K 

£24.95. All slot directly into the back of yo 


£69.95 
£19.95 
r Vic 30. 


SOFTWARE 

Cartridges — Sargon Chess, Gorf, Omega Race, F 
Alien, Jelly Monsters, Mole Attack, Rat Race, Roa 
Meteorites & Satellites, Spiders of Mars, Tank At 
Vic Tapes — Boss Chess (SKI £14.95, Bonzo I8K 
Asteroids £7, Cosmiads £7. Moons of Jupiter £ 
Frog £4, Krazy Kong £6, Quackers £9.99, Skra 
-gunner £8.50, Star Trek £7, Mutant Camels £8.50 
ebitor £4.95, Adventure Pack 1 £9.99. 


orth, Choplifter 


£24.95 
£19.95 
£17.50 

scue £5, 
— Grid 
9, Sprite 


cCloudbi 

£7.95. G 
.99, Shark 
nble £9.99 

Krazy Ko 


d Runner £6, Abductor £6 
Attack £9.99, Martian Raider £9.99, Vic Re 
Anniftilator £9.99. Commodore 64 tapes 
g £8.99. Alien Panic £8.99, Monopolee £9.9 


ALL PRICES INCLUDE VAT. Please add £1 post a 
exclude VAT add £2 post and packing. __ 
«.„„„„,)».,, fallowing: E 3 


Jgj 


for hardware, 50p for software. Overseas 


rders — 


To: RAM ELECTRONICS IFLEETI LTD , 
106 FLEET ROAD, 
FLEET, HANTS. GUI 3 SPA 
ENGLAND. 

Telephone (02514) 5858 (not Weds.) 
















Charge my Access. Bare I ayca id number 












Credit card or postal orders for goods by ret 


rn 




post list class! 




TRADE ENQUIRIES WELCOME. 






givEMTOiaM UEXTPOKESB.B 



i, ]FP£Eh.;va;..-^i-+Fti- 



;; ?2THEH501 
POKEW.L? 





■■ii'i ",', ii'.t 1 , i -i :■ 



i go in then the trap and a 



IKIiVM'iliMilli'EEi 




*§" 


"" 


- ..... "V° ,ou 






■F <= 


| = '"?=5" THEN 


GOTO 3i^ 






5TReHQTH=ie»« 








CoApUTER ■ INT 


(RHOkS) *1 




CI =■ 

FFII 


,-lt..-.-T;-4E=Ir;i 




ill 


T "VOU ORE NOU BEING TR 


RNSPORTED 






LET 


LEVEL=LEUELt 




150 




e sooGi 






CL5 






20S 


TF STRENGTH j I TH 


5N GOTO 5513 


FOR 


c=i to ie 




£30 


PRXWT Pl*IC) 






ME XT C 




Ssa 

ESS 


PfiiNT , ."LE'JEL. ' 


■ : STRENGTH 


IF 


iC=l THEN PRINT "YOU HR«.' 






3&B 


PRINT , . "UMICH D 








H TO GO. ■ 




373 


INPUT B* 




2S0 


PJ? u t T S15S T H«™N G - 


396 


LET 


b *«-*hHi(s s 


<D £: = "SOUT 



ZAXSIr 7 




RUNS ON A SPECTRUM IN 1SK 



BY MARK IATT0 



iblas- soma time. As the privote-eye or the case ) 
is the the top of that five storey office block orid di 
the double agent. Easy Well, not quite Yd 
ate a guords as you moke your way towards thi 
e decidedly unfrie " 



and he's selling Federation set 
notely it looks as if the Mono! 
could find out the identify of the 

| 'The only clue we have so lap 

c seemingly endless briefing, "is I 

| agent is stored in the memory of 

° on office block in downtown Zonville. That 

| our man managed to get out before they 



This. ■ 



3 graphics 





RNP B« = "UEST' ; 



■ar.~, 



RS.T-1 -rPOol 
32B LET C$ = 
3S5 IF C* = ' 1 

=STRENGTH-SK 
330 LET R«(. 
3*B IF CJ=" 



THEN EOSUB MWB HND LE 
.?** *F LEUEL=1B RMS C«-«T1 



C»< 1KEV THEN GOTO 



=INT iRNDtl 
1 THEN PR in 
N IS EMPTY 

1 BND INKEY*=" 

. THEN 



"XKL. 1 ***^ ENTERED fl R 

CONTAINING FOOD . 1 OU 

STRENGTH OF ",STRENG 



lege LET D=IHT (RND*3 

1B3© IF CW.2 THEN LET 

ISIONEO- 

laao IF &=£■ THEN LET 



'-» THEN LET B»="PGISION 

ND>.B THEN LET B»="P0I5 

NDS.8 THEN LET BJ="NOT 

C ;1JHEN PRINT THE FOD 



i THAT ' 
YOU URNT 



Lee bosub 7eee 
L ™„*F_poa THEN 



'50 PR 

160 LET STRENGTH 

IT IBD," , ISO) ,-S 

.l.r- r.r. o l^efl 

SOD FC~ c= _ - 

-510 NEXT C 

152S GCTO — 



2 THEN GOTO 





THE GOLDEN BATON 
ARROW OF DEATH Pt1 
ARROW OF DEATH Pt 2 
ESCAPE FROM PULSAR 7 
FEASIBILITY EXPERIMENT 
THE TIME MACHINE 
CIRCUS 

From Channel 8 
Software Limited 
51 Fishergate, 
Preston. PR18BH. 

Trade enquires welcome 
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■ sub Tijae 



394B IF B4= 
3941 PRINT L. 

i!.'TO 3S?-i 
3960 PRINT '"* 



OU RRN OUT 



:€iii"jFF 



rue rouM 



3,5; "FRONT OF THE 



L-i-.Ef !=■■! t=r- -i: 




12,7, "| 
3640 GOTO 3540 
3710 Cl_3 

3730 LET C*=" [65536- 
[2S6*PEEK 16437) ) ) .-5 
3730 FOR C=0 TO 9 



7SR Pr:.SF 154 37 .355 

S00 PRINT RT 13,0, "OETOKflTION I 

'■; 300 -URL C*, " SECONDS" 
B10 IF UflL C*}300 THEN GOTO 39S 



IF LEN B*)2 Ol 
,11) ! "9" OR B* C2 

IF"lJHL B*(1)=i 
THFN GOTO 3670 
:0 PRINT FIT URL L 
INT i (P.B5 [URL 5S 12) -I 



"1" OR B«12) 
AND URL B$<3 



; 300- 

THEN GOTO 396 
DD-E NUMBER" 




?) Dumber 

4.020 FOR C = : 

4E3G NEXT C 

1040 FOR C=J- i i 

1053 LET P=INT 



ENTER ■ 
-: IHB 16; " 
TO 120 

INT (RN 



PRINT RT 12, 



OR ESSS36 



CONTAINING I 



SOTC IS4-0 



~ ?. ! r'.-\~ ] " 7 ■ --"- : ' 



l-CENTRUR" RND I 
=2) ♦ ["GRYPHON'' I 

sIsS PRINT "YOU RKE FBCED B" 

3030 PRINT RT 10.0; "■ 

5040 LET D=* „„__-» j., 

5EN50 LET E = |nT [RND* J- +i 

t!?! XF URL B4=E THEM LET D 

' j»Q IF D: 15 THEN LET D = ia 

IISo IF URL &*,>E THEN LET 

5100 IF t><0 THr 

5110 PRINT ST_ 

till IF D=0 THEN LET STRENGTH-ST 

■:-30*r 



let : 



_ .HEN FRIN 
I5TROYED THE " J C * 
50 GOTO issa 
00 PRINT "VOI 
" ROEO 
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COMPUTER & VIDEO GAMES I 



55S0 IF INKEVt 



TAB 5; "KEY-JTHB Si ■ 



• 1 iKNDiieei 

1620 PRINT -ONE OF THEM GOT YOU . 
1 GOTO 1500 

for d=ii to c-code — ■■ step 



1639^1 =CODE 



then"let" Si-Si 



S-710 


PRINT RT D,R1: 

PRINT RT d ax- 

NEXT O 

GOTO 6600 

IF B« = "YES-' OR 


B*=" 


7010 


PRINT RT 21,8, 


TYPE 


7-020 


PRINT RT 31,0; 





'04-0 GOTO 7300 

'050 if b*="north" or r«- 
'etu*n" SOUTH " dr b*="uest 
] b |® print rt 20,0; "type 
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S345 PRINT j. 
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USES UP SOME STREN 
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B5ia if i-i-^i 

R : 10-LEUEL 
3530 STOP 
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mouth oft 









you clear the screen the 
computer sneers "I'll get 
you next lime". Will It? 

All Cassettes £8 

AVAILABLE FROM DRAGON 

■■■"nttoASSSTUwrodr 



MICROBIAL 




If you want to know which 
computer to buy ask your expert. 



You knew it would happen 
some day Some day. your child 
would become smarter than you. 

What you didn't expect 
was that it would happen so 
soon To you. computers are a 
mystery from the future. 

But to your children, they 
are a real source of excitement. 
And they're liappening now. 

THE FIRST FAMILY 

COMPUTER. 

So what will this young 
expert say when you askwhich 
computer to buy! 1 First, make 
sure that you have sufficient 
powerforyour needs. That your 
computer is easy to learn, and 
easy to use. And that it has a 
challenging, entertaining and 
expanding range of software. 

The Dragon 32 is the first 
computer specifically designed 
for the family. And as such, we 
feel that it meets even our 
young expert's stringent criteria 

The Dragon offers a truly 
massive 32K RAM memory - 
harnessed by the advanced 
fj80°E microprocessor. This is 
quite simply more than you're 
ever likely to need - but it does 
mean that your computer's 
capabilities can respond to 



your increasing ability as you 
learn your way around. 

And how quickly you'll 
learn The Dragon's easy-to- 
follow instruction manual helps. 
But what will really get you 
going is the fact that you'll be 
enjoying every minute. 

And when it comes to 
ease of use, the Dragon's 
professional-quality keyboard 
makes your computer as 
familiar as a typewriter. 
SOFTWARE TO MATCH. 

Dragon software offers a 
great range of games- butthat's 
not all. You'll find educational 
programs. Programs to help 
you plan your money. Even 
programs which teachyou how 
to program. 

And whether you're 
playing or working, you'll be 



learning more and more about 
this increasingly important 
new technology. 

The Dragon 32 costs just 
£175.00.' For that, you get 
all the features that your child 
could ask for - which meansjust 
one thing. It's a very grown-up 
computer indeed. 



SPECIFICATIONS 



68Q9E MICROPROCESSOR. 
The most powert ul eight bit proc i 
available. 



32KKAM',issi.ir,J.ird' Aik-.i.-.tnvi^ 
the memory ol most similarly pricud 



EXTENDED MICROSOFT 
COLOR BASIC las standard!. 
Featuring; ADVANCED GRAPHICS 
i net. line, circle, paint, pnnt, draw, 
rotate and print using'. Al )VAN< !L1 > 
SOUND iocuiveOVi tones. 
AUTOMATIC CASSETTE 

KFCuKi n-:i; a v-:i hiOL. full 
[■niTiNCwuiiiNsi-.in .null 3 1 . t . e ■: : i . 




PRINTERPOK; ■<:<■■ I ii n ,: „.. -. p.Li.ilk -i 
a COLOUR. 3 RESOLUTION 

DISPLAY. 



USE WITH ANY U.H.F "IV and/ or 
separate P.A.L, 



PROFESSIONAL QUALITY KEY- 
BOARD. Typewriter ieel Cuaraii 

teed lor 20 million Jq>rL'-,siniVi . 



JOYSTICK CONTROL PORTS 



DRAGON 32 

The first family computer. 




Short of ideas for games? 
Then why not try to pick the 
brains of science fiction 
authors. C&VGs very own 
sci-fi author, David Langford 
is back in action this month, 
suggesting books which might 
provide ideas as well as 
coming up with an unusual 
Tandy listing. Read-on as, 
through the customary Langford 
humour, a stellar horror rears 
its ugly head in the . . . 



Looking at computer games from the 
weird and twisted viewpoint ol a sci- 
ence fiction writer has now resulted 
in a camel. Why a camel? Ahh. be 
patient, he patient. 

SF authors are traditionally fond ol 
mathematical or scientitic tricks and 
games — anything to balfle and 
amaze the readers. In the last year 
I've had an overdose ol the traditional 
physics ot space travel and super- 
novae and black holes, thanks to writ- 
ing reams about these things for two 
navels. But you don't see so much 
pure mathematics in SF. 

Gl course there are exceptions. 



Attack Of The 
Galactic 



Rudy Hucker's White Light is a novel 
all about mathematical infinity, full uf 
peculiar number-theory jokes. At one 
pnint the hero has to open a combina- 
tion lock whose code number is pi, 
and he stands there entering the digits 
3.14159265358979 ... and so on all 
the way to infinity! 

Piers Anthony keeps sticking 
mathematical ideas into his oversized 
SF novels — the worst outbreak being 
in OX, which tries ineffectively lo use 
the game of "Lite" as a plot device, to 
the bafllement of most readers. And 
writers like Harrington Bayley and 
Jorge Luis Borges are very lond of 



boggling you with strange mathema- 
tical philosophies. 

Borges' The Book at Sand features 
a book with an infinite number ot 
pages, while Bayley's The Radius 
Riders proves conclusively that 
there's more space inside the Earth 
than there is outside. 

Some mathematical problems are 
deceptively simple. The lamous tour- 
colour problem was lo prove that any 
map you draw can be coloured, using 
no more than four colours, so that no 
two adjacent countries on the map are 
coloured the same. Sounds simple. 
The 1976 proof ran to 900 pages and 



needed f 500 hours of computer lime! 

But why a camel? I'm Doming to 
that! Another simple-seeming puzzle 
is known as the travelling salesman 
problem: you can vary it Irom country 
la country but it's usually put like this. 

A salesman wants to tour the USA 
by the shortest route which visits the 
capital city ol every state. What route 
should he take? 

This one lends to surprise people 
hy erupting intn much bigger numbers 
than expected, and you find that com- 
puters would require endless years to 
examine all the possible routes. (My 
calculator says 3x18*" routes tor 50 
cities. Work thai out assuming the 
computer considers one a second, or 
one a nanosecond.) 

However, you always knew you 
were brighter than a computer, and 
this is where the camels come in. 
When you key in this simple game 
program, camels start appearing ab- 
out the screen, and by use ol the 
arrow keys you steer a rather disgust- 
ing caterpillar-like ship into collisions 
which wipe out the galactic camels 
one by one. 

If your lightning brain is up Id it. 
you should be able to pick efficient 
camel-destroying routes which waste 
minimum time. Far every second you 
waste allows more camels to appear 
tram the sinister depths ot the hypers- 
patial deserts. 

Naturally, as this is a cruel uni- 
verse we live in. it doesn't stay that 
easy. From time to time. Galactic Pest 
Control checks up on you to make sure 



you're doing your job ol keeping the 
camels down. If their scan reveals 
more than about 12 camels at large in 
the universe, you're ignominiously 
pensioned Dil- 
ute after surviving these checkups 
is still no bed of roses, since after 
each Galactic Pest Control scan the 
vile camels start breeding a little 

In the end, as with Space Invaders 
and many another game, you'll go 
under. But how hugely can you score 
Bret? 

The listing is lor a TRS-80 Model 1 
Level II. as usual. (I was going to buy 



a Spectrum, but when I poked the keys 
il lelt just like squashing small dead 
sea creatures, and I lied screaming.) 
It doesn't have to be treated as a 
perfect and polished program, and 
Dan be tinkered with as much as you 
like. 

A Jew examples: Prefer boring old 
space invaders to my fresh, exciting, 
vibrant camels? Then alter (he 
graphics in line 40 — say to 
CHRS(166) + CHRS(167| ■ CHRS(132). 

Want the Darnels to appear less 
frequently to begin with? Give KC in 
line 110 to a bigger value. 

Want Galactic Pest Control to check 
up more often, or less? The 0.03 in 
line 370 is the probability thai wiping 
out any given camel will trigger a 
Galatic Pest Control scan. 

Want to alter the Permitted Number 
Of Camels Left On screen? The ourrenl 
figure allowed is the 12 in line 2060. 

Do the camels eventually start com- 
ing too ridiculously last for you? The 



10 in line 2080 is the minimum num- 
ber of game cycles between camel 
appearances, and you can easily sub- 
stitute a bigger number. (A game 
cycle is the time taken for the "ship'' 

Want to rewrite the game so totally 
and brilliantly that my own puny 
efforts will be shown up lor the empty, 
worthless stuff that they are? OK. but 
you're on your ownl 

A version of this "travelling sales- 
man'' problem appears — quite 
irrelevantly — in connection with star 
travel in Robert Heinlein's latest effort 
Friday. The book is however rather 
low on camels. 

Why camels? I thought you'd never 
ask. Because, er, because — no. I'm 
sorry. Another of the things you learn 
from science fiction is that There Are 
Riddles Ol The Universe Which Man- 
kind Can Never Hope To Solve 

Interstellar travel and galactic 
camels are among these. 
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HYPERDRIVE 
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STAR TREK, CANDY 


FLOSS 
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CONFLICT 















NEWBRAIN HARDWARE 




NEWBRAINMODELA 
MEWBRAIN MODEL AD 

BATTEHY MODULE 


"a!™ 


ATARI HARDWARE 




ATARI 400 I16K Standard) witb Basic 

ATARI i48K Standard! 800 
ATARI 810 (Disc Drivel 
ATARI 410 (Cassette Recorder) 


29$ 
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4BK EXPANSION lor ATARI 400 
MOVING KEYBOARD lar ATARI 400 
PAIR ot ATARI JOYSTICKS 
WICO JOYSTICK 
WICO TR AC BALL 


« 




SINCLAIRS 

16K SPECTRUM 
48 K SPECTRUM 
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PROGRAMMING Th 



AT YOUR DRAGON 



.HAMMING FC 



MAPPING THE A 





the chaff but to speed 
CSVS is going 

sites and cartridges which are m 



But we need your help. If you have 
bought anything from the computer indus- 
hich has really made you angry then 
put your I h oughts on paper. 



computers [as Keith Oiled ha: 
month! peripherals, computer 
anything which has angered yi 



hough Great Softwan 



is going to end up 



If you have a genuine grievance about 
any computer Industry product write in to 
Great Software Disasters, Computer & 
Video Games, Durrani Huuse, Herbal 
Hill London EC1R5JB. 

We can only publish your commenls II 
you give us a name and full address. A 
phone number may help and the ollend- 

g tape or article despatched will e 
able us to test it for ourselves but this 
not necessary. 

We insist that the criticised company 
be given a chance la reply to the c "" 
cism before we publish. 



OR 

LEARNING 

TO LIVE 

WITH AN 

ORIC 

about four months, changed his name 

to 4K arid is on permanent sabbatical 

leave giving novices Hands On Experi- 
ence. I never ask what he gets out of 

Jezebel came next, a 48K Sharp 
MZ-80K, she has lasted about IB 
months. Hers is the keyboard I know 
best, for all its clatter. At the last 
count, I had about six Basic dialects 
and three Forth. Jezebel has every- 
thing I want from a computer except a 
decent keyboard, colour and three 
channel sound. 

I admit I was beguiled by the Oric 



still my dancing pul: 
October. I ordered 
royalties Jezebel had 



I my ardour. Be 
?! So, in late 
ne. Well, the 
arnt me would 



who are Waiting for Or 


c. The s 


eep- 


less nights, the phone 




tnr 


days on end, the bedwetting. the 




nal promise of delivery i 


)xt wee 


, the 


damnable "Fur Elise" 




the 


One switchboard put m 


on Hoi 




Friends jeered at me 


n the s 




"Has Eric arrived yet?'' 1 






tite, stopped shaving, w 


>re the 










suffering. 






On February 19th. Eri 




In* 


time since then has n 




dull 


Because of the placid a 




ahlf: 


nature of the Oric Extended 




Iv 1.0). Eric was soon 






Aeilric Boodaxe. somehow itie 










It is my firm opinion that those who 



should be smothered at birth, or at 
least debarred from the company of 
honest and trusting folk. Compassion 
for the less privileged forbids me from 
offering an opinion on those who 
punctuate manuals with infantile and 
unhelpful cartoons. Two sheets of 
errata accompanied the manuals. 

The machine itself is a sturdy thing, 
not unpleasing to the eye, which 
makes it both useful and decorative 
The keyboard has an unique feel (tac- 
tile feedback! and is optionally noisy; 
sadly, some keys are marred by a 
tendency to remain depressed. 

From cold start or power on or 
whatever, you eventually get a little 
message that tells you that you have 
ORIC EXTENDED BASIC V1.0 and there 
are 47870 BYTES FREE; if you enter 
PRINT FREIO), you get 39421, which I 



liable i 



s the a 



byles 



but i 



ier moments, I mused on the 
I honourable pedigree ol 
I, no new hot shot outfit this, 
upertise I thought, sound 
backing, I thought. 

l the woeful tales of those 



GRAB followed by PRINT FREIO) you 
still only get 46588 bytes free and I 
thought this was supposed to be a 48K 
machine Iwhich. according to my aba- 
cus, is 49152 bytes]. Someone has 
been misled 

It is a sad comment on Life or Death 
or something, that the April issues of 
some computer magazines are still 
carrying advertisements which prom- 
ise 16 colours on a 16K machine 
delivered in 28 days and while I'm at it. 
is it honest to descrihe 240 x 200 pixels 
as high resolution? 

Oric Basic is an idiosyncratic little 
dialect, related on the distaff side to 
Microsoft In some respects it is a lazy 



n LET for v: 



ahies. r 



PLOT is a viper of a command 

will creep into your lent it you 

it easy to predi 



sight r. 









colour you like U 
greenl. 

The STRS command is a joy and a 
delight Get it tn produce a string trom 
an integer between 1 and 9 and it will 
produce a string two characters long! 
The first character being the deceitful 
CHRSI2I and the second your precious 
number, even if you prune off the 
deceitful CHRS. you will still turn green 
when you PLOT. Could a mere BEEB 
boast such sophistication? 

Getting Aeilric to produce all eight 
colours of foreground and background 
AND use double height and flashing 
characters is a challenge to the intel- 
lect perhaps equalled only to playing 
Towers of Hanoi while hlindtolded and 
wearing boxing gloves. 

Incidentally, the Oric does 
the full Teletext Alphamosaic charac- 
ter set. WARNING- Teethmarks on the 
casing may invalidate the guarantee 

The SOUND, MUSIC and PLAY com- 
mands offer great scope for investiga- 
tion. The Sound chapter of the manual 
is one of the more Bv'ait ne chapters, 
omitting" to give any examples of the 
Sill ND command 

Although there aro three 
channels spanning a magnificent six 
octaves n >s not easy to get each 
music channel to do something dif- 
ferent to [tie othe- two Well, actually 
you can get it to do tnis once or twice, 
but you might be better employed with 
the screen display or playing Towers 
of Hanoi than attempting a three part 
arrangement of Jesu, Joy of Man's 
Desiring. 

Which is a pity, as I was looking 
forward to it. The onboard loud- 
speaker was very loud and turned the 
screen into porridge whenever it 
ZAPped or PINGed, sadly it turned 
dumb after three days, but it 
away through the Hi-Fi and I can 
control the volume on that. 

There is a current fashion for neat 
pot Basic li.e. Structured Basic) as 
opposed to shambler Basic (what i 
write). There is a whole chapter de- 
voted to this in the manual. Somehow I 
feel they would have been better em- 
ployed compiling an index Structure is 
fine if you have a BEEB or an MZ-80K 
with Hudson MegaBasic, but if your 



ergth i: 



tricted t< 

rill be hardpushed tc 

produce a sizeable program which is 

truly structured and running efficiently 

I stil! maintain that the most usefu 




Sinclair ZX Spect 




The growing range of Spectrum Software 



! 




You'll know already that the 
Spectrum has generated an 
enormous range of peripherals 
and independent software. Our 
own range is growing very fast 
and is shown in the Sinclair 
Software Catalogue - free with 
every ZX Spectrum. 



turn -news! 



16Know 
£99 



95 

Previously £125. 



48Know 
£129 



95 

Previously £175. 



At last a 16K colour computer 
with graphics for under £100! 

Why have we done it? 

Partly because the sheer 
volume of Spectrums sold (over 
300,000 so far) has brought 
down unit production costs. 

And partly, of course, 
Because we hope you'll buy a 
Sinclair computer-and not 
some competitor's promise! 
We've all heard about colour 
computers breaking the £100 
barrier. Here's the computer 
mats done it. A colour computer 
with advanced graphics that's 
lully supported, and widely 
available. 

Right now, you can ordera 
Sinclair Spectrum at these 
[rices direct from Sinclair on 
ihe order form below. And to 
lake it even easier to handle 
ugh-level computing at the 



lowest possible price, we've 
cut the cost of the printer, too. 
At £39.95, it's almost 
unbelievable! 

At prices like these, there's 
really no reason to wait. 




n»» 



ZX Printer now 

Xjy.y«> Previously £59 95 

How to order your ZX Spectrum 

Access. Barclaycard or Tmstcard holders 
- call 01-200 0200 24 hours a day, every 
day By FREEPOST- use ihe coupon 
below. Please allow up to 28 days for 
delivery 14-day money-back option 

Sinclair - 
ZX Spectrum 

Sinclair Research Ltd., Stanhope Road, 
Camberley, Surrey, GU15 3PS 
Tel: 0376 685311. neg r„ ,0510s 
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RULES OF COMBAT 

Prior to combat, the attacker and 
defender are awarded points. 

1. They are allocated points as 
described in Part 2, including points 
for being adjacent to the General. 

2. Pieces behind a boulder are 
awarded an extra point at the three 
hex range. 

3. Pieces close to a boulder which is 
it exactly between the attacker 

and defender may or may not re- 

4. Garrison walls are similar to boul- 
ders and provide the same cover. 

COMBAT TABLE 



To determine 

computer selects a number from 

to six for the anacker and for 
the defender if he is returning the 
fire. If he is not returning the fire, 
the defender is given one point. To 
these scores are added the points 
awarded above. The outcome is 

m in the table. 



DEFENDER ELIMINATED: Attacker sec 
ATTACKER ELIMINATED: Defender sc 
DEFENDER RETREATS: Attacker sec 
ATTACKER RETREATS: Defender sc 
BOTH MISS: Any other s< 



ore than 5. 

ir S. defender si 

Dr 5, attacker si 



A-RET:- The attacker is forced to 
retreat 1 hex away from the direc- 
tion of the defender. The directions 
in which the attacker may move are 
shown at the bottom of the screen. If 
none is available, the attacker is 
eliminated automatically. 

If the combat was at 1 hex range, 
the defender will flicker "ADV. If 
"Y" is pressed, he may move into 
the hex vacated by the attacker. 
The following rules apply with 
regard to the Flag: 

1) If the attacker occupies the Flag 
hex, he must retreat without the 

2) The defender may advance into 
the empty Flag hex. This must be a 
winning condition since only an In- 



dian may advance into the Flag hex. 

3) The General or a Trooper may 
retreat into the Flag hex; Indians 

4) The man occupying the Flag hex 
may advance with the Flag. 
A-ELM:- The attacker is eliminated 
and removed from the map. The 
defender may advance as de- 
scribed above. 

BOTH:- The attacker and the defen- 
der are removed from the map. 
D-RET:- The defender is forced to 
retreat as described above and the 
attacker may advance. 
D-ELM:- The defender is eliminated 
and removed from the map. The 
attacker may advance. 
This completes the rules. 
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THE Happy Hunting 
Grounds or Bool Hill get 
ready to receive casual- 
ties when the computer 
goes into its combat 
routine In the final article in this 
Warpath series, we look al how the 
computer analyses a battle. 

Last month I left you halfway 
through the combat sequence and 
slightly up in the air. 

Prior to that, you had always been 
able to type in the code and at least 
be able to check it by running the 
program. Last month this was not 
possible. 

The search routine is called in 
line 1230 and it may be wise to omil 
the statement K9=USR(0). while you 
test the rest of the program. 

When writing the routine I had to 
set up very elaborate routines to 
debug it. 

Normally, these consist of first, 
getting the code under control — 



that is, looking for the silly errors 
that clobber the whole of memory 
— and secondly, ensuring that the 
logic is correct. 

It helped a great deal to write the 
code in Basic fust and then translate 



Note that the attacker is given 
subscript 1 and the defender sub- 
script 0, First, Y is set to 1 and all 
attacker information is saved. A 
similar set is then prepared for the 
defender i.e.: 

Having decided whether the de- 





Defender 




KB(1) 


KB(0) 


BOARD location 




K5(0) 


Video location 


KT(1) 


KT(0) 


Character type 




Off) 


Character 




KV(0) 


Memory location 


KQO) 


KQ(1) 


"Man in Flag hex" flag. 



The figure below describes the 
lines within the Combat sequences. 
Follow this through with the coding. 
Lines 1320 to 1500, however, require 
more explanation. 

Once an attack has been deter- 
mined, a table is set up (see lines 
160 and SO). 



fender will (or can) return fire, the 
combat points are calculated (See 
line 280). N(Y) accumulates the 
points. RANGE (in Basic) is used to 
test whether a trooper is next to the 
General for an extra point. 

Note also how Y is used to calcu- 
late who gets the benefit of cover. 



Ron Potkin takes to the Warpath tor the last time and deals with the rules of combat 

(left) and the final piece of programming. If you have had any problems with the series 

please write in. 



740 : Clear attack Hags. Obtain location of each piece in turn. Gosub 

COMBAT. 

1230.40 COMBAT : Display WINDOW. Put Index in SK. SP inlo SS and BL in 

SB and call XS(16) — RANGE, if Ihere are no attackers, return lor next piece. 

Calculate K7 — number ol defenders at 1 hex range, II zero and man is a 

tomahawk, attack is not possible — return. 

1Z5D'80 LETTER : Print letters againsl defenders, but make sure tomahawks 

only fight at one hex. 

1290 AUTO : If there is only one attack at 1 hex (variable L2) combat is 

automatic so prompting is not necessary. Goto TEST. 

1300.1310 WHO : Flicker lor decision and check input. 

1320 TEST : Test input some more and set up table. 

1330 REPLY : II defender has already tired or he is a tomahawk beir 

attacked al greater than 1 hex range, he cannot reply. If distance Is 1 hex, 

others must reply. 

1340/50 RTN ; Prompt for return ol lire. II he returns, determine his defence 

points and sel attack flag in PTABLE so that he cannot reply again. 

1360 : Calculate attacker's points. 

1370 ODDS : Calculate result using C4 — the ODDS table. 

1360 : Remove letters from screen. 

1390 ; Whatever will be will be. 

1400 : Update BIGSCREEN and return to line 740. 

1410A-ELM 

1430 A-RET 

1440 MISS 

1450 D-RET 

1460 D-ELM 

1480 BOTH eliminated. 

1500 ADVANCE: I1 1 hex range, winner may advance. 



Finally, line 300 prints the points on 
the screen and adds to N(Y) a ran- 
dom number from 1 to 6. 

We can now calculate the result 
using the ODDS table, C4, and print 
i the screen using the routine at 
1700. 

The elimination in lines 14 10, 1460 
and 1480 are handled by subroutine 
170. Retreats are carried out by line 
1S10. These are again controlled by 
Y=0orY=l. 

This is the seventh and last in the 
Warpath series. When you have en- 
tered this month's code, you will 
have a working game up and run- 
ning, ready for you to take over 
either the cavalry or the indians and 
lead them to victory against your 
computer. 

You will also have a complete set 
of rules and hopefully a full know- 
ledge and understanding of the 
workings of this program. 

Warpath has been in such detail 
so you can convert it to your own 
machine and you can take elements 
of the listing and use them in your 
own wargames. 

It has been fun writing this series 
and 1 hope you have enjoyed fol- 
lowing it. 
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CALLING ALL 
THOSE COSUBS! 

Planning a series of GOSUBs which 
call one-another up is usually one of 
the first lessons and early thrills of 
Basic programming. 

But how does a machine code 
program find its way through the 
GOSUBs and RETURNS which still 
make up a large chunk of every 
program? 

Last month 1 looked at the idea of 
using the subroutines built into the 
computer's ROM. This article will 
tackle assembly language instruc- 
tions associated with subroutines 
and the mechanism used by the 
microprocessor to keep track of 
subroutine calls and returns. 

The instructions for subroutine 
calls and returns in machine code 
work similarly to Basic but the call is 
to a memory address instead of to a 
line number. 

Executing a subroutine call 
makes the microprocessor continue 
execution with the instruction at the 
address specified in the call in- 
struction, and a return instruction 
makes the microprocessor go back 
to the instruction following the sub- 
routine call. 

The 6502 has only one subroutine 
call instruction, JSR, which can be 
used only with absolute addressing, 
and a corresponding return instruc- 
tion, KTS. 

The 6809 has three subroutine 
call instructions; BSR and LBSR, 
which are used with relative 
addressing and take one-byte and 
two-byte offsets respectively; and 
JSR, which can be used with ex- 
tended, direct page, and all in- 
dexed addressing modes. The re- 
turn instruction is RTS, but there is 
also another way to perform a re- 
turn, which we will look at later. 

The Z80 subroutine call instruc- 
tions all use absolute addressing. 
The instructions available are; 
CALL address (call unconditionally) 
CALL NZ, address (call if Non- 
Zero, i.e., if Z flag set) 
CALL Z, address (call if Zero, i.e., 

if Z Dag set) 
CALL NC, address (call if No 

Carry, i.e., if C flag clear) 
CALL C. address (call if Carry, 
i.e., if C flag set) 

BY TEDBALLtt^^M 



CALL PO, address (call if Parity 

Odd, i,e., if P/O flag clear) 
CALL PE, address (call if Parity 

Even, i.e., if P/O Hag set) 
CALL P, address {call if Positive, 

i.e.. if S flag clear) 
CALL M, address (call if Minus, 

i.e., if S flag set) 
When you use the conditional 
CALL instructions the subroutine 
will be executed only if the relevant 
condition is satisfied, otherwise the 
processor will skip to the next in- 
struction after the CALL instruction. 
The Z80 also has a similar set of 



RETKZ 


RETPO 


RETZ 


RET PE 


RETNC 


RETP 


RET C 


RET M 



STACKING IN 
STRUCTURE 

In order to be able to get back to 
the right instruction after executing 
a subroutine the microprocessor 
has to save the return address 
somewhere. The 6502, 6809 and Z80 
all use the same principle for saving 
the address, but the details differ. 

The method for saving return 
addresses uses a data structure 
called a stack, in which new items 
are always put onto the end of the 
stack and stored in the order they 
were put, or pushed, onto the stack, 
and items taken, or pulled, from the 
stack come in the reverse order to 
which they were pushed. This 
allows subroutine calls inside sub- 
routines to work properly, with a 
return always going back to the 
instruction following the last sub- 
routine call executed. 

The terminology for a stack can 
be confusing; the last item pushed 
onto a stack is called the top ot 
stack, but the three micropro- 
cessors add to the stack down- 
wards in memory, so the 'lop of 
stack" is actually at the lowest 
address. 

When a subroutine call is ex- 
ecuted the microprocessor stores 
the return address in the two bytes 
at the address referenced by the 
Stack Pointer register (SP in the 
6502 and Z80 and S in the 6809). and 



decreases the Stack Pointer by two. 
A return instruction does the oppo- 
site, increasing the stack pointer by 
two and putting the two-byte return 
address into the Program Counter. 

The three microprocessors also 
have some instructions that may be 
regarded as special types of sub- 
routine calls. 

The 6502 instruction BRK (Break) 
saves the return address and th< 
status register on the stack, an< 
jumps to the address stored i: 
addresses $FFFE and $FFFF. 

The 6809 has three "Software In- 
terrupt" instructions, SW1, SW12 and 
SW13, that save the return address 
and all the processor registers e 
cept Stack Pointer S on the S stack 
and then jump to an address stored 
in high memory. SWI jumps tc 
address stored in $FFFA and 
SFFFB, SW12 jumps to the address 
stored in $FFF4 and $FFF5, and 
SW13 jumps to the address sti 
SFFF2 and SFFF3. 

The Z80 has the "Restart" t 
tions RST 0, RST 8, RST 10H, RST 
18H, RST 2QH, RST 28H. RST 30H, 
RST 38H. which are equivalent ti 
CALL 0, CALL 8, etc., but use only 
one byte instead of the three bytes 
for a CALL instruction. 

On ROM based compuu 
addresses used by these i 
tions will be in the ROM a 
have been set up by the manufac- 
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i the ii 






will have tc 

been set up, either from the man 
or from books and magazine a 
cles on specific computers. 

As well as the stack being used 
automatically to keep track of sub- 
allow you to push the proce 
registers onto the stack and pull 
from the stack into the processor 
registers. 

The 6502 has PHA, which pushes 
the accumulator onto the stack, PLA 
which pulls the top of stack in 
accumulator. PHP which pushes the 
status register P onto the stack, and 
PLP which pulls the top of stack ti- 
the status register. 

The 6809 has two Stack Pointer 
registers, the hardware Stack Poin- 
ter S which is used for si 
and interrupts, and the User Stack 
Pointer U. The push and pull ii 
structions are PULS, PULU, PSHS, 
and PSHU, and the n 
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be fallowed by a list of the registers 


registers and the Z80 does no 


have 




BNEDONE 








to be pushed or pulled. Any com- 


any 16-bit compare instructions. 


JSROUTCH 






bination of registers except the 


The routines can be made much 


BRA PRMESS 






stack pointer for the stack being 


simpler by marking the end of each 


DONE RTS 






used may be pushed or pulled in 


message with an "O" instead of pro- 


There is another point that was 






one instruction. For example, we 


viding the length of the message. 


skimmed over last month. We 








With these changes the "print a 


assumed that the routine OUTCH. 






PSHS A 


message" routines, where the mes- 


which prints the character whose 






PULS CC.PC 


sage may be of any length, become: 


code is in the accumulator will not 






PSHU PC,Y,X,DP 


6502 


change the contents of registers. 






PULU A,B,Y 


Calling sequence: 


This is true in many computers, 






The order the registers are 


MESSH1 = MESSGE/256 


but not in all. However, we can 






pushed onto the stack is PC, U or S, 


MESSLO - MESSGE-256- 


ensure that none of the registers are 




Y, X, DP, B, A, CC, and they are 
pulled in the reverse order. 


•MESSHI 


changed by saving the registers on 




LDA MESSLO 


the stack before calling the ROM 




Although the assembly language 
allows you to list the registers in a 
push or pull instruction in any order 


STAMESSAD 
LDAMESSH1 
STAMESSAD + 1 


■ routine and restoring them after- 
wards. If we call the ROM routine 
that prints the accumulator PRINTA 




the actual push or pull order is 
always the same. 


JSR PRMESS 


we can write OUTCH routines that 
preserve the registers as follows: 






Note that including PC in the 


"Print message" subroutine: 








operand of a PULS instruction to 


PRMESS LDYO 


OUTCH PHP 






pull a subroutine return address 


MEXTCH BEQ DONE 


STA TEMP PLA 






into the program counter does ex- 


JSROUTCH 


TXA TAY 






actly the same as a RTS instruction, 


DMCMESSAD 


PHA PLA 






and this programming trick is often 
used to save putting in the RTS 
instruction. 


BNENEXTCH 
INC MESSAD + 1 


TTA TAX 

PHA LDA TEMP 






JMPNEXCH 


LDA TEMP PLP 






The Z80 push and pull instruc- 


DONE RTS 


JSR PRINTA RTS 






tions all work with two bytes at a 


Z80 


Z80 






time. The instructions are PUSH BC, 


Calling sequence: 


OUTCH PUSH AF POP IY 






PUSH DE, PUSH HL, PUSH AF. POSH 


LD HL.MESSGE 


PUSH BC POP LX 






IX, PUSH IY, POP BC, POP DE, POP 


CALL PRMESS 


PUSH DE POP HL 






HL, POP AF. POP DC, POP IY. 




PUSH HL POP DE 






When you are using subroutines 


"Print message" subroutine 


PUSH LX POP BC 






and push and pull instructions you 


PRMESS LD A, (HL) 


PUSH IY POP AF 






have to be careful to balance the 


RETZ 


CALL PRINTA RET 






number of bytes pushed and pulled 


CALL OUTCH 


6809 






between the execution of a sub- 




OUTCH PSHU Y,X,DP,D,A,CC 






routine call and the execution of the 


LNCHL 


JSR PRINTA 






return. For example, if you begin a 


JR PRMESS 








subroutine by pushing two bytes 


6809 


RTS 






onto the stack and pull four bytes 


Calling sequence 


Note that we do not need to save 






off the stack before the return, the 


LDXMSSGE 


S as the ROM routine must leave S 






extra two bytes will be the return 


JSR PRMESS 


unchanged after a subroutine call 






address and when the return in- 


"Print message" subroutine 


and return, and that we can put D in 






struction is executed the processor 


PRMESS LDA ,X + 


the push/pull list instead of A and B. 






will jump to whatever address hap- 








pened to be in the two top bytes of 
the stack before the last subroutine 


:,-,.:..,■.■ :■... „;:; 










t «ZU ' 










call. We can now go back to last 
















month's "print a message" routines. 
















These routines were not written 
















to be used as subroutines, so if you 
















wanted to print several messages in 
















a program you would have to repeat 


Sf t h __ 


















the whole code every time. As well 
















as changing the routines so they can 
be used as subroutines there are 
other improvements. 






























The 6502 and ZBO routines last 














month were rather complicated as 
the 6502 does not have any 16-bit 






t ..=.. 1 
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CHECKLIST TABLE 



w Ihey got on in the ne*t iss 
sventh Empire and the skill 1 
ill have to move and taking 


que nne-wav plevby-m 
the form opposite and 
eof C&VG. There is no 1 
es in guessing how oth 


If you want tn enter fill in th 
use these pages on a more 
dditional competition for no 


-Seventh Empire playe 



TAKE TO YOUR FLEETS 



orm opposite then b 



ANOTHER CHANCE TO ENTER 

! Please include me in the Seventh \ 
I Empire Competition. 
| / name my tribe: 

My name is: 

! Address 

I Telephone 



SEVENTH EMPIRE MOVEMENT ORDERS 



STAY 

MOVE 
TRADE 



JUMP 

CARGO 
PLUNDER 



NONf 
TRAVE. 
TFAVE. 

ATTACK 
ATTACK 
ATTACK 

GATEWAY 
GATEWAY 
GATEWAY 



To another gateway si 






STATE OF THE 
GALAXY 



The form for the I 
series ts included b 



orm — not photocell 

Star type Trade value M 



FOZUZ 

o 


LA RUB 


VIBET 


Mil II' 
V 


ITn. 


FLTNUS I. UUP YANOK 

V ♦ * 


XOKEG 


isox 




E 


QIRt'S 

f 


* 


AHOB 


SONER 


V 


QATOT 


HEZOD 


ASOL 


9 


BAROV 


* 


HI THUS 
O 


M Li PIP 


NAXIG 
O 


♦ 


O 


"™ 


o 


»™« 


DALDi 


V 


TA5AT 


CAZUV 


V 


DITUG 

♦ 


OkAF 


* 


UXAS 
♦ 


» 


E8AK 

* 


KOVF.F 

♦ 


usuo 


FFBOB 


JADEG 

♦ 


ENAK 



¥ 


♦ 


Pt)KD\ 

♦ 


JINIS 

* 


pT 


LOKIK 

* 


YLJSLS 


XAPL'S 


'* IF 


V 


LIZAG 


♦ 


\l GOD 
* 


V 


VASUX 


o 


IIIPEB 


O 


S ILIA I. 


♦ 


* 


HAKUR 
O 


,„., 


V 


BUREF 


V 


V 


.vtlNri' 
o 




o 


¥ 


¥ 


♦ 


NUZET 


DUSLT 


OPOD 

* 


* 


<IG[R 

o 


GAZOR 

* 


DAIiAG 


DTAN 

♦ 




c I Si k 

V 


♦ 


| 


* 


V 


V 


JAXEL 


ED IB 

* 


KOLOL 


l/KOP 

o 


PULUD JUVAK 

* ♦ 





y [lixir 
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D Please notify us i 



Colour Genie 
Quite simply, More . . . able 

Available, and affordable! 
Only£194 



Send NOW for full details. 





ANYTHING TO DECLARE? 



These two passengers certainly have! 

Among the rather weird collection ot items in each suitcase there are two which 
definitely do not belong with the rest. Can you deduce which pairs should be 
removed tor inspection by the Customs Otficer? Perhaps, too, you can state how 
these lour contraband items are related to each other. 



the brain, and 
so aid digestion. 

Copy our diagram, malting the 
squaies large enough to accommodate 
whatever sae die your Monopoly set is 
supplied with. Place ihe cube in the lop 
left square so that the 1 is on top and the 
2 is facing you. In all standard dice the 3 
will now be on the right. (Note: dice 






roU the die 1 
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QUICK WEIGH IN MATRON 

Quite early Into a recent hospital visit I 
was surprised by a request to hop on the 
scales ant) be weighed. I had duly hopped 
before I had even begun my mumbled 
reason lor being there — a desperate 
attempt to unload about a tonne ol un- 
wanted He ■ D*""t Info the EMT 

waiting area. 

And that explanation was cut short by a 
fearsome matron who burned me to a crisp 
with her acid enquiry as to whether t 
always weighed myself with an overcoat 

It was some hours later thai I realised 
whal I should have dona — dismounted, 
carefully taken my coat oft folded it over 
one arm and stepped back onto Ihe scales 

As It was I discarded the tonne and fled, 
taking some small consolation in sending, 
anonymously ol course, this picture. II I 
have read her correctly It will take her 
some time to work oui just how many 
TRIANGLES are needed 1o make the third 
pair ol scales balance. Which should de- 
lay Ihe processing ol my sample lot a 

Readers of this magazine, however, are 
only allowed thirty seconds to complete 
this simple operation. 



up or down — spinning diagonally ove 
a comer is forbidden. After the move ffl 
in Che line you have just crossed with i 




As you proceed or this rolling lour of 
the board you will gradually complete 
the sides of the squares. When you 
draw a line which finishes a squire put 
a number in it — that number being the 

The square just completed will either 

square — occasionally you can com- 
plete two squares in one move: in which 
case enter the lop die number into each 

.... _ possible you must roll so that a 
n line is drawn — you may only roll 

sr a previously drawn line if there is 



Tin 



The e 
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The challenge is to find the path 



record your moves by noting the i 

letter of the direction you move tht 

each tune: Up. Down, Right, Left. 

Entries should be written in the 
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A MANGLED MATHS MESS 





digits, to 9, he was 




each letter by a digit 




diagram into a calid a 


ing out o! "mangJe'when asked to name 


As always, the same 




the same digit each tin 




there are no leading x 




Supper is in half ; 


He was given this word sum which is 




so obviously correct that little develop- 


give the erring but li 




and tell him which 




which digit? 


used and our counting system has ten 


By Kagei Myers 
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gers. 



I Roman legions in part command, 
tg third place in entitlement, 
ay we deck the poor lieutenant, 
remarked us 
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SOD MS MY 
SPACE SUIT 




'escue al Rigel appealed to me as a 
tie. so I sent off for it, looking forward 
j an exciting sci-fi Advenlure. 
When the game arrived I waited with 

cantily clad lady manacled to an alien 
being menaced by an over- 



To the right of the graphic display, if 
that it could be called, being entirely 
symbolic, were Ihe usual fatigue and 
wounds statistics, with a couple of new 
ones indicating powei in the power 
pack, and blaster b 

The a" 



hand, was Sudden Smi 



Hugh 1, 
dually a 



3. clad 



revealed that here was something very 
similar to Hellfire Warrior, (see C&VG, 
April '82|, a Dunjonquest game. 

A list of single letter commands was 
given, and a background story describ- 
ing the objective — explore a hollow 
asteroid base orbiting Rigel, and rescue 
human prisoners by pressing "T" to 
teleport them to a waiting space ship. 



If you like Dunjonquest games, fine, 
but don't, like me, expect anything 
different in this game. I got the dittBKt 

ground story in the book 



v — 

MUCH MISERY 
IN SCOTT'S FUN 
HOUSE 

OK — I mighi as well admit il — I'm 
bealen! I have tried Scotl Adam's Mystery 
Fun House on and alt lor over a year, and 
still haven't salved it, despite a recent 

desperate lar help — and I have deliber- 
ately delayed answering In the hope I 
might llnd th ■ ■ 






of Lie 



Rescue al Rigel, costing ove: £20. 
runs on cassette on a 32 K Atari o: .': K 
TRS-80, andondiskon48KAppl.' 33K 
Atari, or 32 K TRS-80. From Compuvi 



DWARVES WHO SPEAK ENGLISH 



is exemplified in The 
House, which n 
Spectrum. 



But the player should beware of g, 
ng at Ihe attractive pictures for too lo 
- another feature of the game is "A 



either. 

flexible A language recognition prog- 
ram called "Inglish" is incorporated, 
and "ATTACK THE TROLL CARE- 
FULLY WITH THE SWORD" is recog- 
nised as easily as "RUN 11 . 

The game is linked to the story by a 
16-page booklet which explains the 
grammar and vocabulary of "Inglish". 
the split-screen mode of display, plus 
hints and tips on playing the game. If 
you are a Hobbil fan then you will enjoy 
playing ihe book and reading the 

The cassette costs £14.96 as it is sold 
with a paperback version ol the Tolkien 

Bilbo, Gandall, Gollum and Ihe dwarves 
and their epic journey across Middle 



iBY KEITH CAMPBELL 









I led II 



a this 



mystery. 

In Fun House, Ihe first problem is to get 
Inside, a devious ploy typical of Scntl. The 
clues ere all there, and so with a sell 
congratulatory pat on the back I entered 



After being c 
times by a boui 
inside Hound I v 



DUPII! 



missing plans! 

i iM day pigeons, met up with 
mermaid gnl deafened by a calliope, a 




please revs si y 




ALONE IN THE BUDDED CELL 



•■ identity r 



Many (hanks to Geoff Phillips of 
London NWS, who has enabled me to 
fe-eiisl in Philosopher's Quest. Fot all 
those readers dying lo know — it's 
-ally quite simple — just think like a 
Philosopher! 

Geo!) also mentions thai he feels 
five seconds is a more , eaur ^ n 
sponse lime Int an Adventurr- s,n ( e 
one cannot physically travel frarr , o.n 
to room instantaneously. True !he hrs; 
lime around this is acceptable — the 
player is busy thinking ahead. Bet whai 
about the poor devil trying fror- <■■■ ,n 
far the 99th time, who knows hn «„> 
Info the middle of [he game tike h.s 



twice times table and hasn t s 
suitable version? Any ,iews, Adventur- 
ers? How often do you save your game 
at the crucial moment? 

Troubled readers requesting help 
mis month include two Bedlam play- 
ers, Richard Jones can! gel past a 
guard dog and Simon Clarke wants lo 
know low to get the green key from the 

G Keen from Down Under, has de- 
signs on the demise of a gargoyle in 
Tanoys flaaka-Tu. Can any readers 
throuoh me, help these froubled ex- 
plorers to reach their goal? 

Ana perhaps when you are similarly 
sh.cn uie day, someone else will pro- 
vide 'hf rluof .„ k„i. ..... ' " 



..i.il.i: ■ 
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perseverance! 
Back to the keyboard. Adventurers! And 

Fun House runs on TRS-BO. Video 
Genie, Atari, Vic-2D, Apple and Sorcerpr. 
and is certainly one ol Scott's most addle- 
lively aggravating Adventures! Buy It II you 
want a real challenge. 
• It you are struggling with an adventure 
and feel thai you will never find a way 



Write in to: Keith Campbell Adventure 
Helpline. Computer & Video Games, Dur- 
rani House, Herbal HIM. London EC1R 5JB. 
II I don't know the answer then I can 
al sways throw It open to the readers. 



adventure if you 



problem. You will only gel 

a completed 
every pi 




yourself a chance to stive the problem or 
find another way around it. If you c; 
succeed and half the adventure is nt 
played because you cannot find a i 
round one particular problem then is 



SOME TIPS I 
MY HINTS 

A tew months ago 1 wrote some coded \ 
tips and a decode program. A number 
ol readers bad trouble with this. I 
should have mentioned that the C was 
the printers way ol depicting a hash. 

Some machines didn't have all the 
leatures used and a CLEAR 1000 state- 
ment was needed tor a Tandy. 

To avoid such problems In future. 1 

WH1 show clues upside down. Ooni 

twist the page it you don't want help 

I vmHoMt.AdvenM'elanil and Savage 

Is/and. Part f. 



HELP IS AT HAND 

apismo ahpai aqt uo pateiodena i 
(podapji uiojj apeiu nes uiiu, said 
ip isaq laqiaue flaan ox uueaiiaiutf 
ui naA 'ieaq ujmi am ised tad oi 

ssoio oi noA aiqeua him if Bumnd uam 
leoq 3i|| uo puei him ii sauitiawos 
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Allows you to use any Atari /Commodore type Joystick 

' with the Spectrum. Simply plugs into the Spectrum. 

Complete with 12 months' guarantee. 

JOYSTICK COMPATIBLE SOFTWARE FROM 

nemp^oFT 

FOR THE SPECTRUM 

ORDER NOW! 
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JOYSTICK 
INTERFACE 

for 

Sinclair ZXT 




INTERFACE II COMPATIBLE SOFTWARE 

Niahiflht 
Spookyman 



ID Tunnd £5.95 



D Cyb« Rats £5.95 



ILSo[tware Froggy 
KTionlct D 3DTanx£ 



D Knot in 3D £5.« 
"PIUS2IZXH1 mm" 
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MAKE SENSE OF WHA T YOUR MICRO "SEES" 



s 



1 



A computer can make sense of 
what it is seeing when it is pre- 
sented with line drawings of simple 
three- dimensional objects. It can 
run a program that automatically 
determines which edges jut out- 
wards and which go inwards so that 
the three-dimensional shape of an 
object can be worked out from a 
two-dimensional drawing of it. 

Unfortunately, when the compu- 
ter is seeing the real world it does 
not see line drawings but, rather, 
more or less what we see. 

However, it is not too difficult to 
reduce an ordinary image of a 
scene containing three-dimensional 
objects to a line drawing. A method 
for doing this can be explained with 

of this figure will 
prove that the image shown in it has 
no drawn edges. Yet the human 
observer has no difficulty in detect- 
ing its edges. Edges are perceived 
wherever there is a sharp change in 
the shade of grey. 

A computer can be programmed 
to detect the edges in a picture 
using the same idea. An image of a 



1 be ti 






drawing in the following way. 
I. Convert the image into numbers 
by measuring the shade of grey in 
each square of a grid covering the 
image and compiling a correspond- 
ing array of numbers. 

This can be done by measuring 
the intensity of the light reflected 
from each square. The part around 
the angle of the L in the L-shaped 
object shown in figure 1 will give 
the following array of numbers 
when it is covered by a grid with S 
rows and S columns. 



2. From this array of numbers find 
another array giving the differences 
between adjacent numbers both 
horizontally and vertically. This 
array will show differences in in- 
tensity, which is what we are using 
to detect edges. The new array is in 



3. join adjacent entries with similar 
values in this new array. The lines 
obtained in this way should give 
edges in the original scene. In our 
case the following lines are 
obtained 
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This gives the arrowhead junction 
of lines that occurs in the part of the 
object that we examined. 

In this way a computer can be 
programmed to see by running a 
program to extract the edges from a 
picture of a teal-life scene and then 
running a program to determine the 
meaning of the line drawing formed 
by the edges. 

In a very general way, this is what 
happens in the brain and eye when 
we see things. It also helps to ex- 
plain why we can recognise car- 
toons and characatures so easily. 

They are composed of lines, bo 
that edges are presented directly. 
Consequently the brain does not 
need to perform its usual first stage 
of extracting edges, but can start i 
work at a higher level than it c; 
with an ordinary picture. 

COMPUTER & VIDEO GAMES 




GAMES THAT ARE 
HARD TO BEAT 

Why? Because every single Romlk action game Is professionally 
written In machine code to give you all the thrills and action of a 
fast-moving arcade game. Every one recorded on top quality tape, 
of them playable either from the keyboard or with joysticks. 

A lot of thought and development goes Into every game - an,, 
guarantee no bugs to drive you mad. no Infuriating gaps m Interrupt 
your fun. 

Whether pitted against Invaders from alien worlds, tracking 
hungry sharks or frantically stalling the mell -down of a nuclear 
you can be sure thai If It's a Romlk game you'll have a battle ~ ■ 
hands. The kind of battle that leaves no rooml 

COMING SOON 




Every action game purchased brings a Ire? Time Desrroytn 

entry imo rhe rwrionsl comr^rilicm to find 

the Supreme Champion, and free entry Buds ol 

inro the annual Romik Grand Master 

comDerilion with its Fantastic prizes. 

ALL THE ABOVE GAMES COST E9.99 



quality machine code arcade games for 
any machine. If you have what you 
consider a marketable game, lei us fcnov 

NoPody pays higher royalties than vw d 



mmSQFTUJRRE 

For further details of all our games anda list of stockists 

complete the coupon and send It to: 

Rornik Software, 272 Argyll Avenue, Slough SLI 4HE 




Galactic Tic* 

1 6K OR 48K SPECTRUM 

Colour Clash 
Galactic Trooper 

3D Monster Maw 

spectra smash (plus Breakout) 



No More Lucky Dip; 



Stretch Your 
Mind & Micro 

With 
Mr. Micro 

Games 
& Accessories 
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supermarket 



WARE SOFTWARE SOFTWARE 



ST 



m 



games available for you 
" ing a wide range of 

Many satisfied members already 
hire their games tram us, the BIG- 
GEST and BEST Atari Library in the 
country All original games with an- 
ginal documentation — no cor " 
MIDLAND GAMES LIBRARY. 48 
Readway. Bishops Cleeve, Chel- 
tenham. GL05 Tel: 0242 674960 
between 6 and 9pm Send s.a.e tor 



TRACK DOWN THE 
NASTY SIZZLING 
ALIEN ENEMIES 
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supermarket 
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E SOFTWARE SOFTWARE SOFTWA 



A BLADE HUNTER 
FINDS IT HARD TO 
KEEP RUNNING 



loftlt. South, East, 
igaimi mmthing 
at past, kill, cajole 



1'tyou sail the boat? I'r 



id the graphics. Anyway, i 



getting very far into it The important 
is that the game captured my imagin 
sufficiently to keep me coming bac 



controls hinder 
the would-be 
missile killer 

cue 
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ALIENS WILL GET 
YOU IN THE END 



Descended 


Hound mat only the easiest 
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consisted 3 


he player much chance. 
f a (lashing square which 












y stick required Drily very slight 


Parser; from 






39/43 compu 










visible. This made playing very 


levels which 


""at. inter 


sting game, but Ihe weakness 
poiled it. The game is available 




from Shard 


Software of Brentwood, Essei 


are confronle 



• Getting started 10 

• Value 5 


*T™ P bl3s, b away ¥ al the aliens as they 


• Payability 6 


swodo past - and some of them have the 


ONE FOR THE 




YOUNGER MICRO 
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My first reaction to this Opt wjs thai 






the games were rubbish - Noughts and 


















lime limn, and Snap was tas.cal y e se 












bar to be pressed if two of the same 






number appeared consecutively- The 


often comes in handy during the more 






















Tail on the Donkey, which required a blind- 












guided by the pitch of a sound. Musical 


Talking about refuelling. This is dona by 




Chairs controlled the cassette player, into 


guiding your ship through a refuelling tun- 






nel on the planet's surface. 
















games for younger children aged 5 to 9 


to be destroyed Also in level two the 




As some of the games seemed fairly 






simple, not requiring the lull memory avail- 






able in the Dragon, 1 felt it was a pity that a 


succeed in hitting them again. The voice 






bos comes in useful here too - it tells you 


| 


fewer separata programs, to be called up 




j from a menu entry. This would have 


Things gel faster and more furious as 




you progress through the different levels 




making Parsec a challenging space shoot 


1 was separately loaded. From Shaid Soft- 




ware of Brentwood, Esse*, 31 fB.75. 




i • Getting started 10 




r-, • Value 6 


• Value J 
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SOFTWARE 2000 



NORTHWISH LTD. 



ATARI PROGRAMMERS 
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Capm Ahab 



supermarket ... 



VIC 20 SOFTWARE LIBRARY 
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supermarket . 
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-10 High scores with name lacilin 
ONLY E6.45 including p«p. 



ATARI 400/800 OWNERS 
WHY DE BORED? 

tal lees. Send S.A.E lor details; 
Scorpio Games Hire. 66 Morning- 
Ion Road. London E4 7DT. 



INTRODUCING THE 
BUG HUNTER 



Here at C&VG we have been 
guilty, more than once, of making 
things difficult for our readers. 
Texas owners who struggled wilh 
Pompeii and Ski-ing will testify to 
the problems they faced in reading 
the listings on a far from suitable 
background. 

We're full of good intentions but 
occasionally we get caught out and 
then the letters from you ever-alert 
readers flood in to tell us. 

What you needed, we decided 
was a reader on the inside. Some- 
one who could watch over us and 
make sure that we didn't transgress. 

As of next month Robert Schif- 
reen takes up that post. Robert has 
been a reader since day one and is 
not going to be slow to take us to 
task when things go wrong. 

Robert has sifted through our July 
programs with a magnifying glass, 
double-checking 
comments, and has pn 
them free from bugs — Snag Junior 
was caught sneaking in one and 
quickly chased out! 

But, from experience we know 
that the Bugs will be doing their 
utmost to get back in and to this end 
we are giving Robert a regular 
page. 

Our August issue starts the Bug 
Hunter column. Robert will be in 
residence each month, giving tips 
on the games, telling you where we 
fouled up. 

Help is only a letter away if you 
are having difficulties with a prog- 
ram. And should you have a strong 
idea for some machine advice you 
would like us to print, then write to 
Robert and he'll do his best to find 
out himself or commission an article 
from an expert. 

Now you readers have got a man 
on the inside, you should really be 
able to keep us on our toes. Make 
good use of Bug Hunter and read 



/ next 

film which corresponds with the 

fighter craft, the piece of film show- 
ing the craft exploding is flashed 



«fX T 



3 Laser disc technolo- 
gy has found its way 
into the arcades with 
Astron Belt from 

familiar with the ideas behind laser 
disc games, it involves using real 
film on a laser disc and a computer 
which switches to the part of the 



:o the si 

The arcade industry is predicting 
that laser disc games are likely to 
pave the way into the future. But 
costs have still got to be brought 
down and teething problems sorted 

Next month we check out Astroit 
Belt in Arcade Action and find out 
what you can expect for your 40p. 



Hf« T 
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s running a 
' summer program- 
ming competition with £S,000 up for 
the first prize. 

Birmingham's Calisto Software 
are behind the competition as they 
are trying to search out some home- 
spun programming talent and 
everyone who enters could be a 
winner, ending up with a software 
contract for their game 

We launch the game in the Au- 

months to come up with your win- 
ner and send il in. 

The first prize will be presented 
at the November Brainwave con- 
sumer electronics exhibition. The 
competition is free to enter and 
open to anyone. 

All the details plus that all-impor- 
tant entry form can be found in next 
month's C&VG so. if you think 
you've got a winning game in you, 
make sure you get hold of an early 

copy- 

1 ' This august journal 

,jCf has some high 

B" hopes for its August 

■ ■■ , . ij j ; ■ issue and to that end 

■ ' ' '■ ; we have managed to 

fill it with sparkling 

gems on the programming front. 

Pat Norris is back for Spectrum 
owners with an interstellar warfare 
game called Space War for the 
tactically -minded among you. 

One of the most original arcade- 
type games we've ever seen has 
come in on the Vic-20. Brick-up 
involves the player in surrounding 
and bricking in a particularly 
deadly variety of alien. It's fast and 



-I 
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difficult and very addictive. 

Sharp owners will be able to re- 
new their aquainlance with Fred the 
Repairman. This time Fred is faced 
with faster sparks in the microchip 
he is repairing . but he is armed 
and ready for action. 

There's a marvellous game called 
Ladder Maze and Galactic Landers 
and a breath of country air with Fox 
and Hound, Will you be able to 
outwit Farmer Brown's faithful 
hound? 

Then there's Bug Battle, an insect 
invasion for Atom owners But don't 
rely on the fly spray — these bugs 

All-in-all we're hoping to get the 
summer holidays off to a warm start, 
so dust off the computer and get 
ready for action. 




We were only entering into the 
spirit of the thing after all. 

But no matter , One owners 
weren't impressed. It was T. Hitch's 
idea anyway to add a few little 
snake-like creatures to the Oric list- 
ing last month but we upset a few 

The little snakes on the listing 
should not be there at all. In line 30 
turn the snake squiggle into a 
closed quotes and ignore those at 
the top of the listing. 

Yours Mai. 



COMPUTER GAMES TOP TEN 
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1 Flight Simulation (Psianl 

2 Hobl.il (Melbourne House) 

3 Penettatot (Melboorne House) 
MransylvaniaToweMOKShp] 

5 3D Tani ID* Ttll*») 

6 Horace Goes Skiing (Psion) 

7 Sentinel (Abacus) 

8 Galaiians (iVtrtf 

9 30 Escape (New Gerteratio.il 
10 chess (Psion) 



I Panic i Bug Byte) 

1 Alien Blitz (Audigenic) 

3 Asteroids (Bug Byte) 

4 Arcadia (Imagine) 

5 Cosmiads (Bug Byle) 

6 Wacky Wallers (Imagine) 

7 Blitz (Commodore) 

8 Alien Blitz (Audiogenic) 

9 Scramble (Rabbit) 

10 Ctioplifler (Audiogenic) 



tmmmai 



3 Galaiians (Alan) 

5 Qii (Atari) 

6 Miner 2049'er 

7 Centipede (Atari I 

9 Prepple 
1D Floyd ol the Jungle 



flight Simulation (Psion) 

2 os Scramble (Quickillva) 

3 Monster Maze (New Gn) 

4 Galaiians (Artie) 

5 s " ace "aiders (Psion) 

6 Chess (Psion) 

7 N '9 h lB"nner (Digiial i m) 
B Avenger (Abacus) 

" Asteroids fSlluersDrtJ 
" 1 (Bug Byte) 




supermarket . 




ATARI 401 800 OWNERS 



^2FrUiaHh^rr'.-C 5WTSUC.P. 

sy/m i^sS^fe. atari 




OtE W -' (MEW) iMPNi 



VOYAGER 



FROm I TIME WARP 








CASSETTE CASSETTE 



,.,,, HE 

£6.95 SEsL £6.95 



SIS; £14.95 £14.95 

, — - j» ™" £14.95 

NEWT 




^tirllg"*"£^95 



ENGQSH SOFTWlRi 

cc*rpany 

B£*T.cv:, 

50 NEWTON STREET 

MANCHESTER Ml 2E 
TBI- 061 236 7259 

ENGQSH SOFIUflRE" _«•«<« 





DON'T MISS THIS INCREDIBLE OFFER ! $£&?%. 

50 GAMES £9 95/ 

CASSETTE 50 FOR YOUR MICRO to>w1k 

r\ s- « — ■"'«■ BBS?* 1 m»*— 'if T^Jf 




WOW AVAILABLE FOR 
sini=lE3ii- Vttriu 
SPECTRUM LYNX 

**<•' — ORICl 

DIJAEO/V ,„„ 




BS5SEB 



i 



South London's 
Largest Software 
Centre ^^1 



For all your software requirements 

i Come to Vision Store 

Mil 




« Mmf^mj a fHA|^p 3 Eden Walk Precinct, 

\#PJC JM ^H jUmrr Kingston-on-Thames, Surrey. 



■Tel: 01-546 8974 



eh speckum - 



^©M@§T'I REVENGE 



by Don 



mm 



mf 



CVBDTRDn 



.luiWi.*, 16k ui 48k. 




PRICES ARE FULLY INCLUSIVE. GUARANTEED DESPATCH BY 
1 ST CLASS RETURN POST TRADE INQUIRES WELCOME 



Send cash/cheque/PO to: I 



COMPUTER 4 VIDEO GAMES 



AQUARIUS I ATARI 400/800 1 



NEW LOW PRICES 




MM=ttI«fiV,l*? 




ATARI A 

Jffi5.K6.QP) -THE Mpj BRAND LEADER IN THE U.K. 



£49 



■ 



AT AH I VCS CONSOLE With Cnmhsi Cmi ft AcMijrjrif" EBR.70+VAT= f79 



;£79 



ACCESSORIES 




2SKP 



«Pfe 



MATTEL 
INTELLIVISION 







'■■-TTfi ., ■■■,. .... .1 ,...-.. ^m^^J_ 



VIDEO GAME CLUB 



FREE LITERATURE 

' 'ssasusr--'" 1 ""™- |i 



01-309 1111 

i;;JiJa;\:>;jij;j 

SILICA SHOP LIMITED. Depl ZCVG 07B3, 
14 The Maim. Hatherlsv fioad. Sideup. KenI.DA14 40X 

Telephone: 01309 1111 or 01-301 1111 



FREE LITERATURE 




Wolfpack III 

BBC MICRO 32K 






30000 

ATARI 400/800 OWNERS 

Would get more enjoyment from their computers il they 
could read a magazine devoted entirely to Atari computers. 
Now they can — with Page B. 

Page 6 has now reached its 4th issue and continues la 
provide news, reviews, articles and program listings Irom 
users in the U.K. and to hring you the best user group 
programs from around the world — particularly from the 
IJ.S.A. 

Page 6 is published bi-monthly with Issue 4 due at the end 
ol June. The annual subscription Irom Issue 4 Is £6.00 
U.K. [8.00 Europe E1 5. DO U.S.A. £16.50 elsewhere 

Issues 1 , Z and 3 are available (though in short supply) at 
TQp each inc. pSa. 

Page 6 has received praise Irom readers and retailers lor 
its presentation and valuable information. To tind out what 
you are missing subscribe now to: Page 6. 1B Underwood 
Close. Parkside, Stafford. (Please make cheques payable 
to Abacus). 

PAGE - 100% ATARI COMPUTING - PAGE 
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STAB TREK 48K 16K Spectrum GOLF 


^SjESet 


^m ONLY £3 75 ^J 


PEP V.U/L- 
.-. «o«. M ,«.«««!»! GNASHER 16K 

?".":!..'"" '.?-'".'..".".'.' THE ULTIMATE MAZE 

(,AMI i.li, ■■.:.. Elnorejy E'llk 
„.. tn 'V;':S°*«V n„ IWjsFruir Sound. Colour 

"..""■smoI:!;?.*;™-.' - ™.(hn.™ submw 

ONLY £595 V^y ONLY £4.95 





ISPECTRUMl 



BLABY COMPUTER GAMES 

lounce new games for the following machin 



DRAGON 32 &TRS80CC 




SPECTRUM 




ATARI 32K HAM PACKS 159.95 



Blaby Computer and Video Games 



Brace yourself for a /±JS^^ 
new generation of software 





:'"■"'' = i h 2r nmstisKK ™ s ™ 


•"*"" 


1 


",['■'■","" "flZ artrtr.t. 




Mn,,.^«»„ a ,. a > u u,.„ ll „™ | c ^ f | 


New Generation Software Freepnst 8S3433 Olrtland Common Brist 


BSlbSBR 


) 




32K* RAM PACK FOR YOUR COMMODORE VIC 20 

SPECIAL OFFER 

CHOOSE ANY ONE OF THE FOLLOWING GEMINI' SOFTWARE CASSETTES 
REQUIRING 32K MEMORY EXPANSION: 

1 — DATA BASE MANAGEMENT 

2 — STOCK CONTROL 

3— MAILING LIST 

4— INVOICE STATEMENTS 

5 — HOME ACCOUNTS 

6 — COMMERCIAL ACCOUNTS 

AND ADD A 32K RAM PACK BY PLUS 80 (rrp £69.95 FOR BOTH) 

ONLY £59.99 (INCL) 

PLUS 80 LTD 

31-33 LOWER ROAD 

Harrow 

Micidx HA2 ODE 

01-423 6393 



AM PACK with SoHwari 

D3D4DSn6n 

M PACK on Is own at s: 



4 DAYS DELIVERY 



I ENCLOSE CHEQUE PO FOR £ . 



At last! A joystick that works! 

Cambridge Computing bring you the first intelligent joystick. 




Works on all existing software - regardless 
keys the program uses. No need for specially 
software. Features include: 

• Compatible with: 
Spectrum, ZX81, Jupiter Ace 

• 2 Fire buttons 



to edge ci 
• Joystick and Interface £26.00 



Address. . 



Please send me joysticks @ £26.00 i 

Spectrum □ ZX81 □ Jupiter Ace O 
Cheques and P.O.s made payable to; 
Camb r idge Compu t i n g. 



iridge (02 23 1 522905 




The Vic 80 
speaks put! 



^J 



COMPUTERS VI 



THE 

MICRO-HOME 

PROGRAMMING DESK 

£33.40 INC. VAT. 




SEND TO SALMO ENGINEERS. 

BEAR 49, CROSS STREET. 
SALE. CHESHIRE. 



OOI 

CQ 

< 
CQ. 



DRAGON 

Amazing £5.96 

Mini Games Selection £5.95 

Stockmarket £5.95 

Surprise £8.45 

Golden Apples £8.45 

Scanner 13 £8.45 

Planetary Trader £5.95 

Alien Odyssey Parts I & II £9.9 

Database £15 

Bopswizzle £5.95 



Island £5.95 
is £5.95 

Tutor £5.95 



SPECTRUM 48K 

Master Code £6.50 
Mystery Manor £6.50 



SOFTWARE LIBRARY 

SPECTRUM 



s. languages and business piograr 



t • All tapes despatched using lirst class posi 

fware publishers, lo wtiom royalties are paid. 

pa'e Ihese lealures wrlh our competitors and you will St 

more Speclrum owners are joining Ihe Ka ■ . 

r, Join today by clipping Ihe coupon below or send 

£ □ YES. please send me my tree catalogue and selecw 

! ADDRESS 

TEL 

KERNOW SOFTWARE LIBRARY 

(Dept. CVG] 
55 ELIOT DRIVE. S 
SALTS SH. C 



TERtTlinflL SDFTUflRE 

-THE GAMES YOU'VE BEEN DYING 
TO SEE! 

FOR THE UNEXPANDED V1C-20 
TVIC 3 Skramble! 
TVIC 4 Terminal Invaders 
TVIC 5 Meteor Blaster 



IVIC 



£7.95 
£5.95 
E5.95 
E7 95 
£7 95 
£5.95 



LineUp4<Reversi 
TVIC 8 Get Lost! (3D Maze) 
ADVENTURES FOR THE VIC-20 
WITH 16K EXPANSION 

TVIC 9 The Curse of the Werewolf £9.95 

TVIC 10 Rescue from Castle DreaO £9.95 

TVIC 11 Magic Mirror (Bk Expansion) £9.95 

FOR THE DRAGON 32 

TDRAG1 Line Up 4 £4 95 

NEW COMMODORE 64 PROGRAM 
TC64-1 Super Skramble 9.95 

Dealer Enquiries welcome 

mam-cm msmmas wrnioi 

We will pay up to £1000 for good, original pro- 
grammes for any of trie popular micros 
DEMAND our games at all good comp uler shops, 
or buy mail order from:- 
Terminal Software, Dept. CVG. 
28 Church Lane, Prestwich, 
Manchester M25 5 A J. 



upermarket... supermarket... supermarket... supermarket. 






MAKE YOUR 






CONTRIBUTION 


<$i* *** > 


TO SPECIAL 


EDUCATION 


M u 


MORE EFFECTIVE 


|^J^#] 


-M'-'-. 


^3L \^v 


k i i ii I I n 




*..i:r-d hmi niminlln',1 v..|>li i:i'i ,Il i ,'l.iiv.l .nM redesigned 




L*si z£'£?&££ ! Z*£Shm* K 
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I.:-. ":.. M2 ■:;■..' ■ i 


l?yJLayitffl» 











MICROSELL . . . MICROSELL . . . MICROSELL . . . MICROSELL . . . MICROSELL - || 








Please write your advertisement in the box provided. 

CONDITIONS 

1 All advertisements must be pre-paid (Cheques.PO s made 
payable to COMPUTER S VIDEO GAMES! 

2 This section is tor PRIVATE ADVERTISERS only. Trade 
advertisers wishing in KtV** ■ amiartiet sec- 
tion should contact MICK CASSELL on 01-278 6552. 

3 Minimum of 15 words, maximum of 40 words allowed. 

4 COMPUTER S VIDEO GAMES reserve the rlghl not to 
accept an advertisement. 
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13 
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20 
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- 


enclose an ad. lo be placed In the lollowing issues: 

tate which months) 

a cost ol E , . . per issue, total E 

AME TEL NO 


A TOTAL OF WORDS @ 25p EACH 

= E 





















COMPUTER 8 VIDEO C 




We stock the BIG NAMES 
in Computers including 

ZX SPECTRUM 

ZX81 
ATARI 400/800 

and a vast range of 

independent Atari 

Software 









LINSAC, (vol 68 Barker Roa< 



"35 Middlesbrough.C.evelanit TSS 5ES 



Everything for the Acorn and BBC microcomputer user. 

i ACORN USER EXHIBITION 

Cunard International Hotel 




Hammersmith, 
25-28 August 1983 

Admission charges: Adults £2 per 
■i dren£l per ticket. 

We have arranged (or nearly every 
exhibitor to redeem the cost of your ticket 
when you buy something trom their stand. 

Group rates: 10% discount for parties 
of 10 or more. 

Buses: Frequent services from central 

Tubes: Hammersmith Broadway 
Metropolitan, District and Piccadilly lines. 

Car Parking: Several car parks in the 
immediate area. 

For details of exhibition stands and 
advance ticket sales contact Computer 
Marketplace Ltd, 20 Orange Street, 
London WC2H 7ED. Tel: 01-930 1612. 



ADVANCE BOOKING COUPON M :■ ■ . ■■' ' ■ ■•' " 

Computer Marketplace Ltd, 20 Orange Street, London WC2H 7ED. 

£2 Childrens tickets at £1 



The Acorn User Exhibition at the 
Cunard, Hammersmith will house the 
largest display of Acorn products ever 
assembled under one root. It will be four 
days of non-stop entertainment and 
education for parents and children alike. 

The new Electron, the second 
processors for the BBC micro, the BBC 
~ gy, all the new software and hardware 
be on show. There'll be competitions, 
prizes, Acorn experts to answer your 
technical questions, demonstrations and 
lots and lots of bargains. 

If you are an Acorn owner, or just 
thinking about being one, you can't afford 
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Imagine 
games that take y 
up toand beyond 
your I :^v limits 




Imagine Software, Masons Buildings, Exchange Street East, Liverpool, Merseyside L2 3PN 



